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The cover is yellow, the ink is black and 
the paper is white. Diplomacy World wanted you 
to know these colors for if these aren't the 
colors you see, then your in big trouble. 

But there is a reason for the cover being 
yellow. If you're like me you may find that 
Turkey is a rather difficult country to play, 
but that is the case no longer. In this, our 
Turkey issue ((I could get in big trouble for 
that statement. — JHJ) ) , the feature article is 
a monster article covering the many aspects of 
playing Turkey. While a lot of "How to Play" 
articles become boring, that is not the case 
with this one. Mark Berch has used a differ- 
ent slant on the "How to Play" theme and even 
with its enormous length you will find it very 
"readable" . 

Also in this issue is the beginning of 
both the North American and the World Demo 
games . With commentary by Mark Berch and 
Richard Sharp, respectively. This should 
be two extremely well played games. The NA 
game, because of the fine caliber of players, 
primarily the Turkish player. The World 
game not only hosts seven fine players but 
probably one the world's finest commentators 
in Richard Sharp. 

Inside you will' find the map and rules 
to John Lipscomb's "Anceint Empires II" var- 
iant Diplomacy game. Along with this are 
articles conserning variants by Lew Pulsipher 
and Der Garvey. Der Garvey speaks about a 
new book on the market that deals with Dip- 
lomacy variants. The book is written by, 
who else but Lew Pulsiper. 

All that and much much more. I'm sure 
that you will find this issue of Diplomacy 
World a rather good: one with some interesting 
reading throughout. 

By the way, my name is Jerry Jones and 
I will be the one who brings you Diplomacy 
World from now on. The previous editor, 
Conrad von Metzke, has decided to retire 
from the publishing, business and has passed 
the task at hand along to me. I hope that 
this hobby that you've chosen, Diplomacy, 
will be an enjoyable one and that Diplomacy 
World will add to the enjoyment 

THANX 

P.S. If there is an X at the bottom of this 
page it is time to renew your subscription. 
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Postal Diplomacy 
is 

DEAD! 



by JERRY H. JONES 



Yes, postal 
years back is dead, but don 
thinking that tr 
not dead. What 



Diplomacy as it was 



but a few 
t fool yourself into 
e hobby is dead. Different but 
we are witnessing is a complete 
change in postal Diplomacy. I won't try to say 
whether it's better or worse, but let'-s suffice 
to say that it las changed. 

One reason for the change is in the players 
themselves. Th4 player that was around at the : 
early days of 'the hobby were more inclined to 
play the game fdr the "feel" of the game rather 
than for the tactics of the game. A game with- 
out loads of pr^ss was strickly an unthinkable 
matter. In the past few years the average 
player coming into the hobby are from a "wargaming" 
background and as such hold much more passion for 
for strategy ths.n did their predecessors. It is 
sad but true that most of the early players have 
long since abandoned Diplomacy for other hobbifes. 
You'll find quite a few of them involved with 
other role playing games now, (DSD, Trolls, etc.) 
where they can v.se their creative talents. 

This change is predominate throughout the: 
hobby. The writing in the zines that concerned 
Diplomacy has diminished to a rare thing. John 
Michalski's The Brutus Bulletin was voted the ho. 
one zine in 



the 



Diplomacy. Now 
is a bad zine . 



latest N.A. zine poll by John 
Leeder and yet this zine has very little in the 
way of Diplomacy orientated articles. What BE 
few games at a quick, reliable; 
pace which seems to be what players are demanding 
today. While there is quite a bit of reading 
in BB not too much of it pertains directly to 

that's by no means to say that BB 
In fact how can the #1 zine be 
bad? John doesn't write articles for BB, rather 
he reprints articles from other zines but mostly 
he prints letters from people and his replies. i 
I'm sure that John would be more than happy to 
reprint Diplomacy articles if there were more 
available. (Jo|ins address is: Rt. 10, Box 526Q, 
Moore, Oklahoma 73165 U.S.A.) : 

Mark Berch puts out another zine that rated 
high in the poll. Diplomacy Digest . Diplo macy 
Digest is uniqu; in that it has no games, only 
reprints that a::e exclusively devoted to Diplomacy. 
This seems to bear out that the players, while 
their primary i iterest is in the games f/iere is 
still the desirs to read about the hobby. The 
sad point is th it the vast majority of the articles 
are from zines ind writers that are no longer in 
the hobby. (Yoi can reach Mark and DD at: 492 



Naylor Place, Alexandria, VA 22304. 

Even here at DW you can count the number of 
regular contributors on one hand. 

What does all of this mean? It simply means 
that the hobby is losing some of the creative 
people whom we became accustomed to, but the hobby 
has not lost its desire for that creativity. But 
verily the hobby is not dead, and for that matter 
neither is the creativity. I keep hearing certain 
names over and over again concerning their writing. 
Such names as Dave White, Andy Meier, John Caruso 
to name but a few. If the hobby is to survive 
with some resemblance to the past it lies on the 
shoulders of people like these. 

Also the hobby needs more new zines. I have 
been told that a primary indicator to the growth 
of the hobby is in the number of new postal games 
started each year. I believe that the number of 
games started in 1978 is lower than in 1977. I 
strongly believe that the reason is directly tied 
to the number of games that were opened for play 
in 1978 (or the lack thereof) . There are just 
more people that want to play than there are game 
openings . 

While it is easy to say that all we need are 
more zines that is not :the whole story. It seems 
that today's players are more selective towards 
which .sine they wish to play in. whereas the 
players did not get too upset when a zine was 
late yesteryear, that is not the case today. A 
prime requirement for a zine of today is that it 
has to maintain a degree of regularity. All of 
which drops the number. of "functional" zines down 
'lower than the mere number of zines indicate. 

Not only are there a limited number of 
zines but the publishers of these zines realize 
their limitations as- to how many new game starts 
that they can handle. In a zine that I am close- 
ly related to I know for a fact that the publisher 
is still getting money for game fees even though 
he stated that there will be no new game starts 
for quite a while. Another zine, in an attempt 
to slow down his game growth, raised the cost 
of his game fees. This did not slow down the 
growth. The players were willing to pay more 
for his well run games. 

So if you. are willing to maintain a zine 
much in the same manner that you would want a 
zine you play in to be. run, now is the time to 
start. The staff at Diplomacy World will be more 
than happy to offer any assistance and/or talents 
that we have to aid in getting you started. 



So yes, the hobby is changing. But it is 
definitely not dying. With the new faces in 
the areas of hobby services (Boardman Number 
Custodian, Miller Number Custodian, Orphan Games 
Director, and even the editor of DW) , one can 
only expect a bright future . 

There is a whole new look in postal Diplomacy 
and today, while it's just beginning to blossom, 
is the best time ever to get involved. 
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Well, I 

\^hat About 

| Guest 

i 
i 

Ggmemasters? 



ROD WALKER 



In the pos 



one-man operations . This means that the Pub-: 



Ijor is also the Gamesmaster ■ 
early on, some 'zines were done 
people who also split the Gamefe- 
between them. BARAD-DUR is a: 
good early examjple. It later split into two 
'zines, one foi each Gamesmaster. 

.rue Guest GM, someone who did 
Lno but GM a game and who did inot 
necessarily lile near the editor, is a more iecent 



lisher and Edit 
However, quite 
by two or more 
mastering task; 



Having a 
nothing in a 1 



development 
widespread becc 



who would like 



has to be righl 
are very explic 
abide by them, 
he might be ab] 
things are so c 



tal hobby, most magazines are 



■jhe practice is probably not mqre 
use most editors' would prefer ']to 
have total access to the contents of their own 
zines . 

eing a Gi|est GM offers an outlet to those 
to manage games but don't have 
the time and/or facilities for a full-blown 
publishing operation. What advantage this is 1 
to him is moot; being a Guest GM prepares no lone 
for the very different and more arduous tasks, of 
editing and/or publishing a- Diplomacy 'zine. 
Nor is it particularly ego -satisfying. A GM has 
a responsibility rather than power, as such, j He 
.or what an outcry! The Rules 
it and. God help the GM who doesn't 

In the few, rare instances where 
e to exercise some prerogative! 
omplex that he usually finds Him- 
self in a situation where he's damned if he does 
and damned if I e doesn't. Anyone who thinks 
being a Guest CM is an ego-trip probably also: 
wears leather to bed. Still, it's a challenge 
which can be er joyed for its own sake... and what 
the hobby needs is more able, conscientious, 
organized GMs. 

Whether the Guest GM bears any other resj- 
ponsibilities for the game is moot. If he acbepts 
the game fees, or any part of them, I'd say he 
has the ball if the 'zine folds. However, if: he 
is not so obligated, then that responsibility! is 
not his. Even so, he's the logical one to find 
a new home for the game... but he's not the auto- 
matic goat in this regard. If the 'zine folds 
and the game dies, he's no more responsible than 



any of the players , 

For the Editor/Publisher, the Guest GM is 
something of a boon, something of a bane. The 
Guest GM can expand a 'zine 's coverage, giving 
the players more of a Choice of whom to play 
under „ The editor could even play in his own 
1 zine „ 

On the other hand, if the GM defaults on 
his job, the editor is going to be stuck. He'll 
have to run the game himself, or relocate it, or 
find a new Guest GM. If the Guest GM turns out 
to be unreliable as to schedule, he could foul 
up the entire 'zine.. jAllowing for lag and lead 
time, a 'zine Using a Guest GM could appear no 
more frequently than monthly. These days, that's 
quite, enough. 

One innovation iri the postal hobby has made 
Guest GMing more feasible. Allowing for Guest GMs 
means running several games... and that's a dis- 
advantage if you don't want to publish a mere 
warehouse (a 'zine with nothing, or virtually 
nothing, but games in it; fine for those who 
think the game is all ; there is to Diplomacy, 
dullsville for those of us who know better) , 
The "supplement" allows an editor to have his 
cake and eat it too. 

The "supplement" ; system Is so simple I 
don't know why it wasn't used earlier. And it 
is very effective . The editor publishes a basic 
'zine that is one ounce. He puts in articles and 
other interesting stuff, plus as many games as 
he has room for. The rest of the games are 
published in supplements. These go only to con- 
cerned players and the! Archives and to completist 
nuts who have paid a fee for them. It's such a 
spiffy Idea, I 've sperit the last two hours trying 
to figure out how to take credit for it. 

Because the Guest! Gamesmaster is such a 
good idea, it's easy to expect too much from it. 
The number of good, dependable 'zines in which 
one can play is, and ailways has been, small. 
The Guest GM system wjjll allow them to expand 
their coverage, which |is distinctly beneficial. 
Even so:, there is a limit to such expansion. 
Beyond that, we should not expect too much. 
Although there will be some break in a publisher's 
costs" this way, it will probably be fairly mini- 
mal; postal Diplomacy jwill continue to be an 
increasingly expensive; proposition. Similarly, 
although some work is :taken off an editor/ 
publisher's shoulders,! that again will be mini- 
mal. This is because ! the major work in putting 
out a 'zine is not in !GMing a game; that can be 
done in 5-10 minutes. ! The editing, typing, 
correcting, duplicating, collating, addressing, 
and mailing are, any qne of them, more time- 
consuming than GMing (!well, I'll give you cor- 
recting and collating on occasion) . 

It seems to me, therefore, that the Guest 
GM system is a potential trap: An editor/pub- 
lisher must avoid the pitfall of believing that 
the system will save Him significant amounts of 
time or money. If he Idoes not avoid it, he may 
overextend himself and! wind up exactly where 
he was trying to escapje: in burn-out. 



SOOPER 
GERMANY 

Richard Nash 

The first thing to do on drawing Germany 
is to go See a psychiatrist. You have a lot 
of problems. It is the only country which 
can directly affect every other one, so you 
either die 1 a quick death or influence a major 
part of the game. 

To stjart with you must become tops in 
the west before taking on the surviving Balkan 
power. Arjy premature move east will only 
court disaster. So is it E or is it F? 

A pact with France leads to one corner and 
a Lon/Lvp jand Edi/Nwy split, after which there 
is nowhere to go: France can't hit the Med 
as Italy is too strong (or else Austria has 
overrun Itfaly and is blocking the path) , while 
Germany can't go east as Russia blocks his path. 
This is because a F/G pact requires Russian 
help in Scjandjnavia which blocks any movement 
or expansion later. So tactically the F/G pact 
is fine; strategically it is a disaster. 

Thus !an E/G pact is a nesessity by virtue 
of their tajeing little else, in strategic terms, 
to ensure jvictory. However there are positive 
factors tob . 

Russia must be denied Sweden at all costs. 
A strong Russia is more of a threat than a 
strong Turkey. And all Russia can do is swear 
at you. Hfe won't attack you - he won't have 
any units to do so anyway. And if an E/R active 
or passive) pact is to be avoided the E/G 
alliance iS a necessity. 

Turkey can be ignored totally except that 
you want Turkey on top in the east as it is the 
least threat. By the time Turkey reaches you 
he will have won the game so conflict is gen- 
erally avoided. So inconvenience Russia as 
much as possible. 

You mjust aim at setting A/I at war. This 
generally bccurs anyway so there is not much to 
worry aboujt. In any case should Italy not 
attack Austria he can only head west against 
France - which though a stupid tactic, never- 
theless wijll help the E/G cause. So you have 
little to if ear from the east, and any moves 
they make Will generally either ignore you or 
help your jpact. 

What are your moves and strategies ? 
F Kiel-Denj and Den-Swe in 1901 is definite. 
F Den-Swe fin '02 onward is also in your plan. 

A Ear-Kiel and Kiel-Hoi is another cer- 
tainy. Thiese moves give you 2 builds. Getting 
the third jwith A Mun is a bonus. But A Mun-Bur 
is required. If stood off, or if met by a 

a 



supported attack from Paris, then repeat the 
move in the Autumn. 

England to move Lon-Eng, Lvp-Wal, and 
Edi-Nth; giving him Nwy and Bel (by convoying 
A Wal-Bel by F Eng in Autumn '01) . 

Build A Mun, A Kiel, and F Ber in that 
order, no matter what the position. Armies 
are what you need in Mun and Kiel, while F Ber 
is more useful as regarding Sweden. 

Short term aims are neutrality of the Nth 
Sea and possession of Par/Mar/Swe by 1903. Eng 
gets Bre/Sna/Port. With the Nth Sea vacant, 
A Hol-Ruh S A Kiel is safe in Spr. '02 and 
this should get you to Bur in the Autumn if 
France blocked you in '01; England moves A Bel- 
Pic (F Eng S) and F Edi-Nwg; F Lvp-Iri in '02 
ready to take Brest or break out into the MAO. 

By 1903 France should be out and with 8 
units apiece England may head for Italy via the 
Med while you go over the Tyrol. It is at this 
stage that you take him out, while he is 
stretched out from Russia to N. Africa. You 
already threaten Bre with A Par and Spa with 
A Mar. F Swe and F Den are already well pos- 
itioned. You must act IMMEDIATELY. .France is 
out. It will be your last chance of winning - 
your only chance . 

If you hit England as France goes out 
you will have about 14 or so supply centers 
and enough to take on the surviving Balkan 
power, and win. Germany is a strong country, 
but confined as it is, it is hard to play. 
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THE AMERICAN WARGAMING ASSOCIATION 
A National Wargaming Hobby Club 

-Covers all branches of the hobby: 
Boardgaming, Diplomacy, Dungeons 
and Dragons, and Miniatures 

- Monthly offset newsletter: THE 
AMERICAN WARGAMER, with wargaming 
news, convention announcements 
game reviews, and MORE... 

-Regional, local, and special 
interest groupa 

-Game Design Bureau, Games Rules 
Interpretation Service, aids in 
finding opponents. Game discounts 

-TO JOIN: Send check or money order 
for $5.00 payable to AWA, to Kevin 
Slimak, Box 3514-D, Edwards Arr 
Force Base, CA 93523. 



DIPLOMACY GAMES & VARIANTS 



unit to lead its armies into battle. 

5. And lastly, Black Angels; which adds two 
new centres, called Heaven and Hell. 



by DER GARVEY 

"Diplomacy Games and Variants" is the first 
professionally produced book of Diplomacy 
variants and as such, it marks a significant 
milestone in the evolution' of the Variant 
Hobby . 

It was published in the UK, with the agree- 
ment of Philmar, who are the UK distributors, 
and is currently on sale. Elsewhere, the sit- 
uation is somewhat different. AH have retained 
the right to publish it in America, but as yet 
they don't seem to be making any moves to do 
this. It might be a good idea, if as many of 
you as possible wrote to AH, and urged them 
to go ahead with the publication. If they get 
enough signs of interest they may go ahead and 
publish it. 

All of the variants in the book, were designed 
by Lew Pulsipher and is undoubtedly one of the. 
best variant designers in the world. He is 
certainly the most prolific. 

The book ru~s into 20 A4 size pages, with 
fairly small print, so there is quite a lot 
of material in it. It is divided into four 
ssctions; "Simple Variants", "Moderate Var- 
iants", "Complex Variants" and Miscellaneous''. 

Also provided in the book, are 3, 3A size 
maps , for the games in the book . The maps 
are well produced (far better than any amateur 
maps I've seenj and the areas are large enough 
for a game to Be played directly on the map, 
using the UK Diplomacy pieces. The larger 
American piecei would probably be to big. 

Were I to review each game separately, as I 
normally do, I could fill up half of DW. I 
will therefore/ merely give a brief description 
of each game, so you'll know what you're get- 
ting into. 

Suffice to say, however, that I strongly 
recommend this book to everyone who plays Dip- 
lomacy. Even if you do not normally play 
variants, the quality of these may change your 
mind. 

All of the rules, are very clear, having been 
thought about (and haggled over) for almost a 
year before publication. A great deal of 
thought has gone into ensuring that the games 
are well balanced, also. 

Anyway, let's have a look at the games: 
"Some Simple Variants Using the Boxed Game" 

1. Anarchy; where a players home centres are 
scattered. 

2. Baseball; where each player has a chance 
to play each country, and scores points for how 
well he does with each. 

3. Capitals; where more importance is played 
on each players capitals. 

4. Leaders; where each country has a leader 



"1939" 

This game is "tenuously" based on World War 
II and is for 5 players. This game is very 
simple consisting really of just a new map. 
The rules only fill about a quarter of a page. 

A very handy game if you can only get five 
players together at one time . 

"1939 II" 



This is a more complex, and realistic version 
of the above. The same map is used, but the 
rules are about a page and one-half long. 

Two new types of units are added. T for tank, 
and B for bomber. Tank units act as double 
armies in combat. Bombers have a longer range 
than other units. They can be used to give 
support, cut support or strategically bomb an 
area. 

Instead of an one to one relationship between 
supply centers and units, each sc yields three 
supply points and units are paid for out of 
these. Players may hoard up S.P.'s and exchange 
them amoung themselves as bribes, etc. 

Overall, this is a much better game than the 
simple version and the addition of Air Force 
units should definitely prove interesting. 

COLONIZATION 

Picture, if you will, the aftermath of the 
Third World War. Europe has been devastated 
and all that remains of the civilised world is 
a few American Nations, which are now vying 
with each other for the remains of Europe. 

Each player starts with some units in the 
Eastern Seas and play continues from there. 
One of the advantages; of this game is that 
there are no fixed number of players, so it 
is a very flexible game. Also there is no 
need to confine it to the Standard board. It 
could just as well be 1 played on most variant 
maps, with a little thought. 

Quite a simple game but one which I think 
should introduce some interesting strategy to, 
the Classical board. 
REALISTIC VARIANTS 

This is a collection of rules aimed at intro- 
ducing more realism to the game. 

Some of the rules refer to negotiation and 
limit a players right to attack a nation it is 
not at war with. Similarly, players cannot 
give support to or convoy the units of a coun- 
try which they are not allied with. These rules 
represent the fact that, at least in this cen- 
tury, it was not all that easy to change sides 
in a war . 

Other rules are given to cover supply lines, 
railways, supply points, and the mobilization 
of units. 

These are a useful set of rules which could 
be applied to almost any variant. 
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THE SONG OF; THE NIGHT 

This is tjhe biggest game in the book, with 
rules runnilng to 5h pages . 

As the name suggests, this is a fantasy var- 
iant with rfules covering magic, treasure, en- 
counters, ajnd assorted other things. 

The rules! open with an exerpt from the 
"Chronicles! of the Young Kingdoms", which out- 
lines the History of the world and reads very 
much like ajn exerpt from the Sillmarillion. 

The map for this game creates an imaginary 
world with the land surrounding a central sea 
area. Also!, since the map represents the entire, 
globe, it is possible to move from the left hand 
side of thej map to the right side, (around the 
back) . 

The game ;can be played by anywhere from 2 to 
7 players wjith different initial set-ups depend- 
ing upon thje number of players . 

There are' three types of units with a new 
Knight unitj. The Knight unit acts as a double 
unit. i 

There arei also three playing pieces ; Kings , 
Heroes, and) Wizards. Heroes can lead units, 
giving themj extra power. Wizards can cast 
spells, and! the King can do both. 

Overall, the game gives a good compromise 
between Fanjtasy games and Diplomacy, and 



should prove to be of interest to Diplomacy 
players who would like to try some fantasy 
and visa versa. 

MISCELLANEOUS 



The last section of the book contains a lot 
of odds and ends . There are rules for 2 and 
3 player Diplomacy. There is also a collection 
of what can best be described as "Modules". 
These are lots of rule ideas which could 
usually be applied to any game. Or players 
could choose the ones they like and "build" 
themselves a game. 

These modules are divided into 5 sections; 
'Movement Rules ', 'Conflict Rules' , 'Economic 
Rules', ' Board Changes ' , and 'Alterations in 
Basic Structure'. 

There are some very useful ideas here and 
they could be used to easily improve some 
variants by introducing some variety. 
Diplomacy Games and Variants may be obtained 
from Games Centre, 16 Hanway Street, London, 
W1A 2LS. It is B2.45 (post paid) in the UK. 
Overseas must add 30% for postage, which comes 
to &3.19. If you pay in foreign currency you 
must add an extra 7^* for exchange charges and 
use the current exchange rate . Personal checks 
are not advised. 
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for sizable discounts on a wide range of pro- 
ducts. History booklets, miniatures rules, war- 
games, dice and other accessories are all sold 
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several times over! 
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DAVE WHITE 



I'm sur4 that everyone who reads DIPLOMACY 
WORLD knows how to lie (a very significant state- 
ment about the readership! ) , so what is the point 
of this artidle? Remember when you were little 
and you used ;to do bad things, things that you 
knew you were* going to get punished for? Remember 
how you used 'to lie and blame those things on your 
brother, sister or dog? Don't lie, now! Remember 
the story abdut the little boy who cried, "Wolf! " 
The point of Jthis article is to explain how to 
be a discriminating liar. 

What maMes Diplomacy the game that it is, 
is the section in the rules about diplomacy. 
"The rules doj not bind a player to anything he 
says..,." Quite a number of people I have played, 
both face-to-lface and postally, take this to mean 
that you are supposed to lie at every available 
opportunity. \ While technically this is true, it's 
not too smarij. Usually, this tactic of .lying all 
the time is successful on a limited basis' the 
first time that it's used, but, alas, the end 
result is the; same as for the little boy who 
cried "wolf.'f This is disastrous in Diplomacy 
because opponents will either listen to you and 
then ignore everything you have said as they 
write their nfoves, or they will simply ignore • 
you altogether rather than risk believing the 
line of crap jthey know you 're going to dish out . 
I guarantee -rfhat once you acquire a reputation 
as a liar, it will take you ten times as long to 
get rid of it' than it did to gain it. 

How do you get rid of a reputation as a liar? 
Well, first you try not to acquire one in the 
first place! • Failing that, you must go against 
the grain of your very fiber and (God forbid!) 
TELL THE TRUTH! I know that it will be tough, 
but, believe Ime (yes, I know this' article deals 
with lying, therefore you should NOT believe me), 
it will be wojrth it. I recall a face-to-face game 
where I was playing Austria. A fellow whom I 
introduced td the game several months earlier, 
and whom I hid stabbed on numerous occasions, 
was playing fijussia. He took off for Turkey, 
while I discofuraged Italy enough that he left 
early, giving me the simple task of restoring 
order to that poor country with my troops. Rus- 
sia and I thein entered into an agreement to 
divide the Bajlkans evenly while he headed for 
Scandinavia and I headed for Germany and France. 
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For three interminable years I kept every agree- 
ment I made with him, even when he didn't. Even 
though we had a non-aggression pact, I still had 
units lined up along the border as he eventually 
got further and further strung out. Patiently, 
I bided my time, and struck like a coiled rattle- 
snake when he was most vulnerable, breaking all 
of our agreements in one move I Even then, he 
said he wasn't mad at me; he said that he would 
have done the same thing in my position. Before 
all of this happened, though, I suffered through 
about five games where no one talked to me. In 
fact, they headed straight for me oh the bery 
first move, stabbing me before I had the chance 
to stab. I am still healing from some of those 
stab wounds . 

Just as there's more than one way to "skin 
a cat," there is more than one way to lie. Of 
course, there is out-and-out fabrication, but 
I have found this to be the least effective 
method for two reasons: One, you have to make 
sure that your lie is plausible, which is some- 
times difficult; and Two, all future statements 
have to coincide with your original fabrication 
to avoid its detection. So what other options 
are available? 

One of my favorites is simply to withhold 
information that would be detrimental to me if 
revealed to another player, or which would help 
another player. For example, you are Austria. 
It is Spring 1901. You get a letter from Germany 
that says he plans to move F Kie-Den and then 
bump Russia in Sweden in the Fall. Russia and 
Austria agree to non -aggression, but you don't 
trust Russia. Russia asks you point-blank, 
"What is Germany going to do?" You know, or 
think you know, what Germany is up to, but you 
simply sidestep the issue and say that all you 
discussed with him was non-aggression, saying 
nothing about F Kie-Den. Too many times, though, 
I have seen novices pass along everything verbatim 
to everybody, only to ponder too late about lack 
of security. 

Another favorite ploy is the "misdirection," 
the principle here being to direct an opponent 's 
attention elsewhere to either set up a stab or 
free you to pursue other activities. For 
example, you are France in Spring 1901. You 
have negotiated non-aggression with Germany. 
Even so, you know that he is greedy as hell and 
has his eyes on Belgium. Here, you tell him 
that you have indications that Italy might head 
into Tyrolia to go for Trieste and simply point 
out that an open Munich would be tempting. 

This is not really a lying technique, but 
it is a deceptive and effective one. The only 
way you can get someone to do something for you 
is because he wants to a . Hake him an offer he 
can't refuse! Use logic to explain why your 
proposal is in his best interest, because of 
gaining a supply center or an advantageous 
position. Offer your services for free; then, 
later on, you'll be able to ask for his help, 
and he will remember gratefully how you helped 
him earlier. 



One lait tactic for deceiving opponents: 
TELL THE TRfTH! Did he say what I thought he 
said? Yes, i you heard right. Oftentimes, truth 
is indeed stranger than fiction. Why lie if 
the truth is so bizarre that no one will believe 
it anyway? sBesides, the more you tell your 
colleagues the truth, the more they will expect 
it out of y<i>u. It's just like rocking a baby 
to sleep. They'll think, "He has told the truth 
so far, he'll most likely tell the truth again," 
And then...C?OTCHA! 

Whatever you do, use your deception spar- 
ingly; it will be much more effective. When 
you lie, do jit with conviction; put enthusiasm 
into it until you believe it yourself. Cover 
your tracks fby being nebulous about your 
sources. That way, you can blame someone else 
for any misunderstandings that may arise. 

This i3 by no means a complete list of 
deceptive practices that you can employ, but 
only a few df my personal favorites. Try them; 
they may add a new dimension to your game. 
Trust me! Have I ever lied to you? 






SAy-TOM, Dld> Yoo BitK BREAK 
IrtAT STALE HATET u^E L/V5T tf><rHT 



Hj^ve you ever read about a new game by a small company! and wondered 
where to buy it? Have you ever had a friend tell you about a great 
njsw game that he bought two months ago, and wondered why you hadn't 
h^ard about it? Do you like to get junk mail from game companies? 
■Vfeuld you like to receive a million dollars in the mail? What a 

bfinch of dumb questions. Of course, the answers are yes, yes, yes, 
and yes. I can't give you a million dollars, but I can put you on 
t|ie mailing list of dozens of small wargame companies that you hive 
probably never heard of. You will get all kinds of interesting 
advertisements about new games and products. 



Because FLYING BUFFALO distributes the games of several companies, 
wi are constantly receiving sample games, letters about ad rates, 
aid so forth, from small game companies, all you have to do is send 
F|YING BUFFALO a postcard with your name and address clearly print- 
el (with zip code please) and say that you want to be on the com- 
bined mailing list. Then sit back and watch your mailbox fill up 
»|th mail. There is NO CHARGE to be put on the mailing list (we 
w|ll charge the game companies). And we will REMOVE your name from 
the list any time you request it. Send you postcard to: 

\ FLYING BUFFALO INC. 

PO Box 

Scottsdale, Arizona 85252 ■ 
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MARK BERGH 



"Turkey: Pretentious or pompous speech... (c. 1880)" 
"Talk Turkey:"; To talk plainly and frankly; to 
discuss the; facts (since c. 1920)" 
Dictionary of American Slang (Thomas Y. Crowell, 
Co. NY p.967) 

I. THE VIEW jfROM CONSTANTINOPLE 

When you; see "Turkey" by your name at game- 
start, put a jsmile on your face I Turkey is one 
of the easiesjt countries to prosper with. You 
have an impressive number of advantages. Turkey 
has a defensive position second only to England's; 
wiping her oujt can be a lengthy process. Fleets 
are an essential part of this, since lone units 
posted in Conj and Arm cannot otherwise be dis- 
lodged. Howejver, fleet access is severly 
restricted. The Black Sea is available only to 
the Russians,) and EMed is hard to get at. Turkey's 
most vulnerable space is Aeg, but it is difficult 
to get more tjhan two units to bear on it (contrast 
with England 'is North Seal) Even when those fleets 
find their targets, things can be awkward. Italy 
often takes Stay with a fleet — only to find it 
cannot help tjhe Russians into Ank (and vice versa) . 
When Bui is taken by an enemy fleet, it can be of 
no help in tlje other part of the Balkans. Further, 
once Turkey Beaches a certain level (generally 9- 
11 units) it jean be very difficult to push back. 
These protracted defensive battles give you time 
to get help, \txme to pry someone loose from the 
coalition. 

In addition, Turkey should find it easy to 
make friends iin the West, as she is generally per- 
ceived as tod distant to be a military threat. 
Turkey is right near the dense cluster of centers 
that is the falkans, so that even small geograph- 
ical progres^ assures growth. If you decide to 
attack either A or R right off, there are a large 
number of countries to choose from as allies. 
With no landlocked home center, 1) the loss of 
any one home j center means that Turkey can still 
build fleets ion either the Aeg or Blk coast, 
(contrast France) 2) Two fleets can be built 



in the same "direction". Turkey has other naval 
advantages. Once Sev is taken, or Russia is out, 
then Turkey has only one naval front (contrast 
England, who must knockout Germany and either 
France or Russia) . Further, because of the land 
bridges to Europe, it is easier for fleets and 
armies to move in tandem (as opposed to England, 
who must either pause his fleets for convoy duty, 
or be dependent on an ally) . 

There are some significant problems to face . 
All too often, the game will start with an I/R/A 
blitz. It is difficult to even try for a second 
build in 1901 without offending a neighbor. Even 
Turkeys traditional neutral (Bui) is easily picked 
off in S02 regardless of Turkey's 1901 moves. If 
she's trapped in a southeast ghetto, that will 
likely suit everyone else just fine. Turkey 
often has difficulty allying with another eastern 
power because of the altter's fear that helping 
Turkey only sharpens a scimatar which will some 
day be used on him. As Harry Drews (who certainly 
ought to know better) put it in Paroxism #8, for 
"The player who is determined to win as Turkey 
— there cannot be a lasting alliance with any 
of I, A or R. " If Turkey does not take the Ion 
quickly, he may find that he cannot enter at all, 
as it is easily blockaded by an Italy with no 
western problems. Another tactical problem is 
with Con . More often than not , unless there ' s 
been an all out attack on Russia, Con will be 
occupied. after F01. This means that Turkey's 
build of a fleet will telegraph her intentions 
and limit her S02 options. Contrast this with 
Kiel or Naples, usually open. Turkey has stra- 
tegic problems as well, discussed in greater 
detail latter. Taking StP usually requires 
western help; going beyong Ber/Mun is difficult. 
In fact, Kiel, Par, Scandinavia and England are 
often out of reach. 

The point here is not whether Turkey's 
assets outweigh her liabilities. Your job is 
to apply your diplomacy in such a way as to 
make the best uses of Turkey's assests and to 
minimize the impact of her liabilities. . This 
task begins with your first letter. 

II. GETTING STARTED 

Styles of opening letters vary so consid- 
erably^ and are so dependent on personal pref- 
erences, that it is difficult to give any 
specific advice. To the novice, I would suggest 
you IMMEDIATELY send off a friendly letter to 
each of' your neighbor's (I/A/R) . I do not recom- 
mend the Hi-there-have-you-got-any-ideas?-Yours- 
truly approach, which will mark you as 
unimaginative and uninteresting. Point out 
what you see as common interests and need's. For 
example, to Austria, paint a lurid picture of 
the potential of the I-R alliance. Possible 
areas of conflict should also be mentioned, if 
only on an exploratory basis. You might begin 
with an indirect approach. For example, if you 
covet Greece, consider talking up the advantages 
of Austria taking Rum. If you don't want to 
put joint military action plans into the first 
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letter, you might propose more limited deals of 
what not to do. ; For example, ask Italy not to 
move to Apu or s Nap and in return you'll avoid 
F Ank-Con. ■ When you find that you and your 
neighbor have attitudes in common, try to build 
on that, and see if it can be applied to the 
areas of conflict. 

When evaluating letters from you neigh-' 
bors, keep in njind the following: 

1. Is he preempt in responding? Tardiness is 
a dangerous bad habit, especially in raid-game, 
when the tacticjal and diplomatic situation may 
be quite complex. 

2. Does he address your question, or at least 
try to? Beware of the person who ignores them, 
or answers a different question than what yqu 
asked. 3 

3. When you jhear from I or R, does he men- 
tion attacking fa Western country as his second 
victim? If notj, he may well have you in mind 
as #2. | 

4. Does he sjeem to have a similar styl'e of 
play to you? lif you like bold, aggressive moves, 
and he prefers jsolid, positional play or if you 
like to commit your alliances one year at a time 
and he likes Icing term ones, then you will fre- 
quently be at lfoggerheads . 

5. Does he pjrovide for a reasonable balance 
of risks, as wejll as benefits, for both parties? 
Beware of an Austria who urges you into Arm, 
but never commijts himself on moving to Galicia. 
On the otherhanjd, a plan that has all the goodies 
going your way lis likely to be a set-up. 

Keep in mitrid that your letters may be 
scrutinized by jthe same standards. After that, 
promptly write if he Western powers. Why bother, 
you ask?? / 

1. Sometifne in midgame you will probably 
seek an alliance with a western country. But 
you don't know Which one. W'OO is the time to 
get started. j 

2. If a Western power is planning to 
attack one of yp ur neighbors by S02, you'll 
need this fact (in your planning, as the victim 
will not be ablje to commit herself fully to 
helping or fighiting you. 

.3.' If the) Western Triple Alliance is 
forming, it is urgent for you to know this 
early (see beloW) • 

4. If youi plan to attack Russia, you will 
need a northern; ally... 

In the matierial that follows, I have some- 
what arbitrarlyf grouped the Eastern alliances 
under the openifng gane and the Western alliances 
under mid-game,; since that is generally when: 
tnose types of jalliances begin to function 
militarily. Thjis is an over simplification. 
As you plow thrju this morass, keep the follow- 
ing formost: j 

1. Despite the intrinsic pluses and minuses 
of any alliance!, the most important factor is 
the person. Anjy allinace can be made to work 
with the right one, and with the wrong one, bo 
one will work. ; 



2. Regardless of what tactical and stra- 
tegic skills you bring to bear, nothin g out- 
ranks these two cardinal rules of Postal 
Diplomacy: 

a. Write plenty of letters. 

b. Get your moves in on time. 

III. THE OPENING GAME 

Spring 1901 moves for Turkey are a rather 
simple affair, with' over 90% of all players 
using one of the four. In this list, M.A. 
refers to my tabulation of 272 North American 
games; O.K. to Mich Bullock's 541 British games. 
Games with all units holding are excluded from 
the percentages. I use both because there 
appears to be a small, but significant differ- 
ence in the F Ank-Bla openings. A Con-Bui in 
'all cases: 

N . A. U.K. 

#1 F Ank-Con A Smy-Ank 14.9"?, 17.0% 
#2 F Ank-Con A Smy H 13.7% 13. « 

#3 F Ank-Bla A Smy-Arm 27.1% 32.1% 
#4 F Ank-Bla A 3my-Con 34.9% 29.3% 



90.6% 



92.0-1 



Turkish openings do not easily fall into 
neat catagories as ;being pro and con certain 
countries. Even the ferocious #3 can be toned 
down in F01 with A |Rul S & F Bla C a Arm-Rum. 
It is not uncommon for F Con to dart toward 
the Black in F01 . 'Generally, F Ank-Con is per- 
ceived as pro-Russian , and more anti-Italian 
than anti-Austrian.; In general, however, 
Turkish S01 moves a|re less revealing than any 
of her neighbors, with the obvious exception 
of #3. 

Turkish opening game strategy usually re- 
solves itself into one of three types; Anti- 
Austrian, Allied wiith Austria, or the Eastern 
Triple Alliance. Each of these options are 
discussed in turn. 
1. Attacking Aus tria 

Austria makes an attractive first victim. 
In addition to the wealth of centers in the 
Balkans, it should give you a chance to size 
up the Austrian andj Italian players as allies 
for mid-game. Unless he gets involved in a very 
early war with G or F, R will be an automatic 
partner. Italian participation is very desirable. 
His additional presjsure on the Austrian home cen- 
ters means that Serj and Ore will get less atten- 
tion. Unless your barganing position is weak, 
insist on Ser and Gre as your share of the spoils, 
point out to R and ;I that while they have other 
areas in which to epcpand (Scandinavia and Iberia) 
you do not. The beauty of this plan is that it 
will often cause I fand R to squabble over Vie. At 
the same time, try jto stav on good terms with 
Austria. Point out; that you are not after his 
home centers, only the neutrals. If you decide 
to move on - 1 or R sponer rather than later, Aus 
can make a mighty handy puppet. Indeed, the A/T 
war may end sooner than you think! In 1976K.I, 
both my I and R allies wandered of the battle- 



i 



field in S02 to; attack F and G, leaving me to 
face the Austrians alone. Good 1901 communica- 
tions facilitated an immediate end to the war. 

Tacticallyj the traditional moves are #4, 
with A Bul-Ser or Gre as seems approprite. There 
is no danger to|Bul in this. If there is a Riiss 
F Rum, then ord^r F Bla S A Con-Bui. 

As Austria 'crumbles, orient your thinking 
toward the selection of victim #2, and do your 
utmost to prevent the formation of I/R. Such an 
alliance can exgell you from the Balkans in amaz- 
ing speed. If you can avoid this problem, you 
should have theichoice of the T/R or T/I alliance. 

The alliance with Russia can be very produc- 
tive , as it allows Turkey to concentrate on one 
front. Both countries can expand westward witjhout 
getting in each mothers' way. As they do, they 
create a common 'border . This border lengthens: 
as the countries learn to trust each other, and 
provides a locu4 of military cooperation. Build 
restrictions ar4 generally limited and easy to; 
comply with (contrast A/T) . Turkey is able to: 
ally with a western power (e.g. Italy early on, 
France later) without straining the R-T alliance. 
There are some problems. One is the Russian 
southern fleet, (Usually parked in Sev. In an ex- 
treme case, the -fleet is brought through the Dar- 
danelles and joins the Turkish Mediterranean Ajr- 
mada (as was dorie in 1970BN) . In either case, 
tho, Turkey will be vulnerable to a stab since; 
the long frontier west means little if anything 
will be left behind to defend the homeland. Sec- 
ondly, if eithejr E or G collapses very quickly, 
or if Italy gets! too big a chunk of Austria and 
is unmolested by France, then Turkey will find; 
his growth serlqjusly outstripped by Russia's. 
Russia can bring! her units to the front quicket 
than can Turkey.; Further, Russia can move on her 
third victim (normally E or G, depending on which 
was her second victim) on two fronts at the safte 
time. 

Enough of tiheorizing let's see how this 

works out in a rjeal game: 1968G ( Graustark) , 
which featured sfome of Diplomacy's top players; 
Rod Walker (E) , iLarry Peery (F) , Steve Hueston 
(G) , Gene Prosniftz (R) , and Dave Lebling, an MtT 
undergraduate ati the time, as Turkey. 

After a stajndoff in Bla in SOI, Turkey took 
Gre and Bui in FjOl. As Austria initially with^ 
stood R-T, in F0j2, Turkey opened up a second , 
front, supporting himself into the Ion while 
Russia bided hisi time in the north. France man- 
uevered against iE-G, and indeed the only center 
taken in S02 was] England's seizure of Bel. 

1903 saw sotLid progress for T/R, as R sup- 
ported T into Sej: in the spring, and T returned 
the favor that f^ll with A Ser S Rus A Rum-Bud; 
In addition, Turkey slipped a convoy into Naples. 
At the same times Russia took Vienna, and Italy 
finished Aus of fl by taking Tri . In the west, E-G 
took Mar and Brei, but their progress was not aS 
decisive and indeed, W03 found the Mid vacant. 

Spring 1904J saw John Konig enter as the n6w 
German player, b|it the Russian attack was irresis- 



table: two armies rumbled through the Polish cor- 
ridor, two fleets swept down from the North, and 
A Vie-Tyro completed the eastern ring. By F04, 
Den and Mun fell. Meanwhile, T continued to push 
Italy back by taking Tun and Tri. England swung 
his fleets east in a despirate, doomed attempt in 
F04 and S05 to prop up Germany. This meant that 
Turkey would have no serious competition pr.shing 
west in the Med area, and in W04 Turkey built two 
more fleets, giving him six to only three armies. 
Russia continued to build his fleets at StP(sc). 
In 1905, Russia traded Den for the last two Ger- 
man home centers and prepared to wrest Norway from 
England, while Turkey easily took Italy's last two 
centers. England meanwhile was very busy, as he 
tried to secure his Scandinavian holdings, stood 
Turkey out of the Mid,; and grabbed centers from 
both G and F for builds. This game R,T-11; E-8; 
F,G-2. 

1906 saw R take Den and Hoi, place two fleets 
on the North Sea, and enter Bur and position 3 
fleets on Norway. England would not have enough 
fleets to hold both Nth and Nwy in S07. However, 
in the south, Turkey was having some problems. 
His armies did not get thru the narrow Piedmont 
corridor, and his three fleets knocking on the 
Mid were evenly matched by England's. But the 
crucial decision was made by England: In W06 he 
had to remove two pieces, from the loss of Spa 
(to T) and Bel (to G) ., He scuttled P NAO and F 
Bar, one from each frdnt. From the perspective 
of the Turkish player going for the win, things 
did not look good. Turkey could not hope to get 
to Nwy, Bel or Par before the Russians. The im- 
manent seizure of the |Nth would give R the inside 
track to both Edi and Lon. This is one of Dip- 
lomacy's classic dilemmas: Does T stick with or 
stick it too his game-long ally? This is then 
the strong-second vs win- only debate which will 
continue as long as Diplomacy is played. 

Turkey built A Smy. This probably violated 
a build agreement, since Russia then moved F Sev- 
Bla in S07. Boardman'S headline summed it up: 
"Russia against the world! " Meanwhile, Turkey 
pulled two fleets east;, and ordered his armies 
into Tyro, Vie, Arm and Ser (all succeeding but 
the last) . The remaining 5 fleets continued to 
press the English. By the end of 07, Russia had 
taken Bel, but lost Vie to Turkey, who picked up 
Mar and seized NAO as well as the lead with 14 
centers. The situation worsened for R in W07 
when England removed F. Por, signalling an un- 
willingness to turn against the new leader. 

In Spring 1908, Turkey broke off the attack 
on England to move F NAO-Nwg and even tried to 
support the English into Mun. However, despite 
S08 setbacks, losing StP to the English and two 
English supports of T in F08, Russia retook Bud, 
and seized Bui and Lvp for 15 and the lead.. 1909 
saw Eng and Rus regain; their homelands and some 
minor shifts on western Europe, but nothing de-. 
cisive. In 1911, Gemignani's France joined E-T 
as Bui was finally retaken by Turkey. Wll had a 
rare bit of Russian pr^ss, as he stated that un- 



j 



less E-F broke off the attack, he'd "abandon his 

•territory ;to the Turks" and emphasized this 

by removing A Sev. This bid failed as R suffered 
further losses to F and T in 1912. By 1913 T had 
bulldozed into central Russia and won in 1914. 
Russia kept his word and stonewalled against Eng 
even as T stalled his victory in an attempt to 
give a second to England. I might add that the 
GM, Boardman, in his commentary on the game, dif- 
fered somewhat from the above, feeling that Russ 
attacked ifi S07 to prevent a Turkish victory. 

The 3>T alliance is one of Diplomacy's most 
overlooked; as many players agree with Len 
Lakofka that it is "highly unworkable", and Rod 
Walker that it is "Stupid". Baloney. A good 
example is; 1972GB ( Dolchstoss ) ■ The game began 
with an attack on A (mostly I/R's doing) result- 
ing in three builds for R and two fleets for Ita, 
and poor R+T relations. Fall 1902 saw each of I- 
R-T taking ione Austrian center, eliminating the 
country and leaving the allies at 6-8-5. But 
mutual aid i in F02 against A between I-T apparent- 
ly sealed the alliance. During 1903, the I-T 
attack on E began in earnest, while F-G contin- 
ued to crugh England, giving a balanced 5-way 
game by woi- The breakthru took place with the 
German 1904 attack on Russia, breaking the log- 
jam, and putting Germany on top. But not for 
long. Frarice stabbed Germany in 1905 — a bad 
choice, as; Italy moved west that very year on 
France. It was then Germany's turn to under- 
estimate I-?T. Rather than prop up France, he 

snatched French centers weakening the latter 

against Italian advances on Iberia. From then 
on, I-T pushed Germany back and back. Slowly. 
Despite sudh shenani gans as convoying A Con-Wal 
in F09 , Turjkey was unable to break thru in the 
north until! aided by the Italian fleets. 1912 
saw a 1 7-17 draw. This game saw no significant 
Turkish navjal action after 1902; Italy handled 
that. Thus , Turkey plays tiger to Italy's shark, 
the usual fbrmat for I-T alliance. 

An alternative approach was seen in 1968CL 
( Graustark ) ;> After crippling R and annihilating 
A, two Turklish fleets joined Italy's attack in 
the west, while Italian armies helped out in 
central Russia, so by F05, T had the Mid. By 
1907, the joint I-T attack pressed Germany while 
T took War,: Lon and accepted Spa from Italy. 
This gave Ti a decisive edge (12-8) over Italy, 
and most of; the remaining centers taken by I/T 
went to T. : T apparently persuaded Italy to ac- 
cept a strong second rather than link up with 
R or F to pish T back, but that ring of T units 
surrounding!; him certainly limited his options. 

2 . The Austro-Turkish Alliance 

The alliance with Austria, especially with 
R as its fi^st victim provides rich irony for 
the Turkish : player . It is, in my opinion, his 
easiest andjmost productive alliance in the short 
term. But it is certainly his most difficult 
alliance-with-a-neighbor to carry all the way 
thru the end game to either a Turkish victory 
or a two wa| draw. Alliance with Austria pro- 




vides opening game security. Without Austrian 
cooperation, you cannot be blitzed. Further, 
an Austrian stab is hampered by the lack of 
naval muscle. No other alliance gives you as 
good a chance for two builds in 1901, as either 
Sev or Rum are often taken by T. Especially 
if R is attacked in the north, and A holds Gal 
after F01, both Mos and War can be vulnerable to 
A/T as early as 1902. In addition, immediate 
help in demolishing Turkey's most serious naval 
rival, Italy, is available, as Austria attacks 
in the north, T in the south. The Austrian 
fleet is an asset, not a threat. If all goes 
well by W03, your naval power will be unchal- 
lenged, Russia (except for StP) will be gone, 
Italy nearly so, and A by treaty building only 
armies. Things will look pretty Istanbullish. 

Tactically, T begins with #3 opening. If 
an I/R alliance is believe operating (a prime 
cause for many A/T alliances, incidently) , A 
should be encouraged to open with a hedgehog, 
F Tri-Ven, A Vie-Gal, A Bud-Rum/Ser. Other 
Austrian openings are available, but this is 
the most pro-Turkish of the lot. Bob Lipton 
has suggested ( Graustark #300) , Aus forego 
Gal for A Vie-Bud^Rum, accepting the latter 
as the price for risking A War-Gal-Vie. This 
also risks a triple attack on Tri in S02. This 
judgement depends on how likely A War-Gal is 
perceived to be, and how soon Aus wishes to tip 
his hand. 

However, seven problems await the Turkish 
player in the long haul. There are a series 
of stalemate lines that the west can interpose. 
The first centers ; on Tun. Or A/T may position 

fleets in Spasc, WMed, and NAf only to find 

that F Mid, F Por and one other F bottles them 
up (the same problem occurs in the R/T alliance) . 
Scandinavia is an even more difficult problem. 
If the west posts units in Den, StP and a third 
to support StP, the four Scandinavian centers 
cannot be taken until fleets blast their way in 
to the region, as we saw earlier in 1972GB. So, 
for example, in 1973BC and 1975T, A/T was stop- 
ped by E/F giving a four way draw. On the other 
side of the coin, this is an excellent way to 
stop a Western victory. In 1975ET, A/T barely 
halted an English win. However, A/T must be 
quick about this. One of the most ferocious 
attacks on R occured in 1976AC ( 1901 and all 
that ) . In F01, T supported Aus into Sev while 
Aus also attacked War. But stubborn R resistance 
and Italian attacks on Austria stalled A/T, and 
by W04 they had only 12 to E/F's 17. They were 
unable to form a stalemate line and conceded the 
draw to E/F in 1907. 

A second problem is builds. Since Turkey 
must continually bring any new units around Aus 
the fear/ temptation of a stab is omnipresent. 
Likewise, A can blow T out of the Balkans with 
very little warning. One solution is to stop 
building units at a certain point. This was 
done by Beyerlein and Buchanan in their spec- 
tacular 17-17 1908 draw in 1972BD (for details. 
Diplomacy World #6, still available from Jerry) . 



Giving some measure of safety is the fact that 
once A and T have been allied for a while, a 
stab can be very risky if there is even a mod- 
erately strong western power. Thus, when war 
broke out in SID in 1972E, England cleaned up 
and won in 1913. So, if you do decide that you 
are going to stab A, its usually best done early, 
rather than later when A is strong. A fairly 
brutal example of this was 1968CL, when T ac- 
cepted Austrian support into Rum and grabbed 
Sev as well in 1901. Then in 1902, he took Vie 
and Gre, and supported I into Bud as well (see 
above on how this turned out) . However, even 
if you line up Italy as an ally to take Aus out 
after R is dispatched, you may find that Italy's 
timing does notj suit you, and you may land up 
as Italy's second victim. For example, in 1969 
CA ( Diplophobia ) T took Bui and Rum in 1901, and 
Sev in 1902. But Italy by then had Tri, Ser and 
Vie as his Balkan holdings. In S03, Italy struck 
and by F03, Russia had retaken Rum. and Italy 
collected Bui, Gre and Bud and by 1906 finished 
Turkey off on his way to a 1911 victory. 

A third problem is the risk that once R is 
crippled, Aus may turn immediately on T. Thus, 
in 1969CD ( Diplophobia ) , F01 saw T take Sev as 
he supported Au§ into Rum. But Austria stabbed 
in F02, taking @ul and Sev. If T does not make 
rapid progress, .getting stuck in Bla/Arm, he pre- 
sents a tempting target. In 1976EE ( The Mixumaxu 
Gazette ) , just as Sev finally fell, I/A stabbed 
in F03, taking Smy and Bui respectively, and T 
was the first out. 

Thus Turkey must strike a proper balance 
between his army campaigns against R and his 
naval campaing against I. The easiest way is 
to try for two builds via either Sev or Rum, and 
then to build F in Con, and Smy in 1901. The 
alternative approach, with Austria building the 
fleets, does noli provide enough room for long 
term Turkish expansion. This was tried in 1972 
BV < Ethil the Fjjog ) . 

In F01 T moved A Bui-Rum (with Aus support) , 
A Con-Bui , F Ank—Bla. S02 saw the Austrian stab 
of Italy, and by fall Aus had Ven and Turkey had 
Rum. At this pqint, the Turkish fleets were in 
Bla and Ank, and T built A Smy while Aus built 
a fleet (guess wliere!). So in 1903, while Sev 
was taken, Turkey was cut off from Italy: Aus 
took Tunis, Once again, W03 saw A build a fleet, 
and T an army, aind in W04 , T built another army 
from the fall o£ Mos . At this point, his fleets 
were in Con and .Ruin, with Austrian fleets in Adr, 
Tun, and Tyrr, and a sole Italian fleet in Nap, 
and French F WMdd. T was further cramped in 
Russia since Austria had taken War in F04, 
While T moved ndrth to StP in S05, war with Aus 
was inevitable since T had ignored Med expansion. 
The Turkish stab; took place in S06, but it was 
mostly army moves. T drew first blood by taking 
War and Gre, but Austria compensated by seizing 
Por and Mar. This produced T,A=10; G=7. How- 
ever, balancing Turkey's army edge was Austrian 
dominence of the- Med, with Ital and French fleets 



gone. T began building fleets immediately, but 
it was a while before he could gain some measure 
of control. Meanwhile, Germany began to inter- 
fere, attacking Turkish held Russia. By F10, T 
had lost War to Germany, who had grown to 12 
centers. With the bitter A/T war in the Med 
taking Austria's attention, Germany crashed into 
Austrian France in 1911, and won in 1912. Poor 
strategic planning had gotten A and T into a 
war before the west was really out of the pic- 
ture . 

Finally, please don't get the picture that 
Turkey cannot win without stabbing Austria in 
this alliance; not so it was done for ex- 

ample in 1966BN, with T capturing Bre and Lon. 
for his victory. By game's end, Austria had zero 
fleets — while T had five armies, three of them 
in the Balkans. These armies, plus Austria's 
failure to take any Russian centers assured Tur 
victory. 

3 . The Eastern Triple Alliance 

An attack on I is 1 normally done in alliance 
with Austria. The case where R is also attacked 
was just discussed; when allied with Russia you 
have ta-ta-ta The Eastern Alliance! Onlike the 
Western Triple (see below) , each country has 
clear lines of expansion beyond the opening game 
attack. From Turkey's perspective, Iberia is 
the prime concern. Italy will be no problem, 
because with Austrian help, he should fall fairly 
quick, but no such help will be available against 
France. Thus, you prefer E-G vs. F. Once A-R 
hit Germaby, that will leave an evenly matched 
E/F war with France facing north. 

A good example of this was 1974GI ( Pelluci- 
dar) ■ The alliance may have not existed in 1901, 
as F01 saw T do F Con-Aeg, but A Bul-Gre failed. 
The Russians took Rum,, but left A Gal in place. 
The attack was fully launched in S02, as A-R 
moved into Bal, Sil, Pru, Boh and Tyo, with Aus 
supporting T into the Ion. Happily for the 
alliance, I-G chose just that season to move on 
France. F02 saw T convoy to Apu, and Ber and 
Swe were exchanged. In 1903, Rom, Mun, Kie and 
Ven fell to the allies;, with builds for all. 
Unfortunatley, by this: time, E had the upper 
hand in the north, and took StP. 1904 saw the 
elimination of Italy and a French stab of Eng. 
However, with the S05 F-T naval clashes, France 
decided not to press the attack on England. 
With F able to hold the Mid, and England, StP, 
the East was stymied, and the game ended in a 
five way draw. 

One of the most infamous Eastern triples 
was in 1975DJ ( 1901 and all that ) with a S01 
"Treaty of Budapest" in which R (who won) , T 
and A swore to respect each other's homelands, 
Karma League style. The agreement did not go 
beyond that, and in fact Austria stabbed Turkey 
in 1907. 

4. Odds and Ends 

Before leaving the Opening game, a few 



miscellaneous tactical matters should be men- 
tioned. The first is the prearranged stand- 
off in this Black Sea. Do not scorn this as a 
mediocre substitute for decisive action, as it 
presents several pluses: 

1. fou won't be stabbed by Russia: Russ 
occupation of Bla is a serious problem for T, 
even if aj direct stab does not result. With 
rus F Bla:j hovering nearby, T will find that he 
had better accept some otherwise marginal pro- 
posals fripm R, for fear of angering him. 

2. |ince R knows that he cannot stab ycu, 
his thinking should naturally turn toward at- 
tacking A instead, IF he wants an activist role 
in the south. 



3. feecause of the ambiguous nature, you 
can represent it as war to one party, peace to 
another, Should that suit your purposes; Don't 
forget th£t R can do the same. 

The |>econd is Beyerlein's "Bulgarian Gambit". 
This requires that after SOI, Russia has F Rum, 
Aus has AljSer, T has A Bul, F/A Con, and no F 
Bla. T ii "enticed" to move to Rum (or . less 
likely, Gire) with A to offer support from A Ser. 
Instead, A Ser S Rus F Rum-Bul(ec) and the 
Bulgarian; army is annihilated! The key : to this 
is getting A Bul to move. Russia will presumably 
have only; one army in the area, so as to make 
Rum seem Attainable. Austria will likely not 
even presi for a Turkish commitment, but just 
state that he is writing the order anyhow. The 
loss of Bul will greatly reduce you offensive 
options, j 

Thiri, there's the dreaded Lepanto Opening. 
In this, italy convoys from Apu/Nap to Tun in 
F01, via § Ion. S02 sees F Nap-Ion, F Ion-Eas , 
in preparation for A Tun-Syr or Smy. This is 
normally qlone in conjunction with Austrian 
pressure oj> n Bul, and is most effective if T is 
caught in; a war with Russia. Altho you jwill 
naturally seek to forestall this, don't put on 
the long fez if he goes ahead with the F01 con- 
tact , a majority of such openings 
as far as the F02 convoy to Turkey. 
Italy can: often be encouraged to convoy i to Apu 
or Gre instead, or run the fleet up the Adr. Or 
will be threatened by France during 1902. \ 

ThesS gruesome matters aside, regardless 
of your alliance structure, don't hesitate to 
take an aggressive, adventurous start. John 
Beshera ill 1970AG ( Graustark ) grabbed Bul and 
Ser in 19G1. Then in 1902, as A and R attacked 
Germany, he stabbed both of them, taking 1 Bud, 
Gre and S^x while simultaneously supporting him- 
self intoithe Ion, on his way to a spectacular 
1905 victqry. Similarly, in 1971DI ( Xenogogic ) 
Walt Buchanan began similarly by taking ;Bul and 
Ser, seizing Rum, Gre and Sev in 1902. 

Summarizing then, the opening game is a 
time for selecting you first victim, and forging 
an alliance to do him in. However, the consid- 
eration of selecting your second victim must 
shape yours strategic planning during that time. 
Usually, this means either 1) attacking your 



voy. In 
never get 



ally, with the aid of either the third eastern 
country (e.g. T-A vs R, then T/I vs A) or, more 
dangerously, a western power, or 2) sticking 
with your ally to take out the third eastern 
power. This decision is often influenced by 
events in the west, to which I shall now turn. 

IV. THE MIDDLE GAME 

There is no generally applicable definition 
of the middle game for Turkey. If you know one, 
please keep it to yourself. I hate being contra- 
dicted. 

1. The Anglo- Turkish Alliance 

A strong case can be made for the propo- 
sition that the E-T alliance is potentially 
the most lethal on the board. One advantage 
is that stabs are so difficult. So long as 
each is healthy, home centers are invulnerable 
to each other. Frequently this alliance begins 
with an assualt on Russia. Once the armies 
link up in central Russia, a stab is quite 
awkward. The large provinces of Russia make 
flanking difficult in the west; in the east is 
the Board's edge. Cooperation is safer and thus 
easier. More commonly, however, E and T go 
their own way, and unite late in the game against 
a powerful foe who lies between them. Unless 
the giant has a forced win, or has minor allies, 
they can always be pushed back. No one is really 
safe from the coven of wicked witches (E and T) , 
because without either all the Turkish home 
centers, or at least two of the English centers, 
no stalemate line is possible. So long as Eng 
is healthy, it behooves you to remain on good 
terms with her even if you won't need her for 
years to come. in the final battle against the 
giant, there will normally be the dregs of an 
eastern or western power left. Pay attention 
to him. Not only might he prevent the defeat of 
the giant, but he can easily . determine who of E 
and T will land up with the fuzzy end of the 
lollipop. A good example of some of these 
factors is seen in 1973FW ( Paroxism ) . 

By 1904, 9-center Russia was in the lead, 
having overrun Scandinavia and parts of Germany. 
Meanwhile, England was chewing up France, and T 
was destroying Austria. Turkey stabbed Rus in 
S05, and by fall:took Tri, Rum, Sev and Nap for 
the lead. Meanwhile, England grabbed Tunis for 
an important build, and struggled to prop up Ger. 
Russia however, picked up Kie and Mun in 1905-06, 
and France continued to fight England, giving 
T-R-E-F at 10-9-7-5, with Russia firmly entrenched 
in central Europe, and pressing Nth as well. 
1907 saw stiffening Russian resistance to Turkey, 
altho the latter was able to build by seizing 
Rom and Bud. Altho England took StP, Den and 
Hoi, he was unable to shake the French. This 
was England's undoing. By 1909, Russia was 
crushed, but Turkey got two more of France's 

CONTINUED ON PAGE 29 
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Spring 1901 

West Generally Peaceful, Eastern Powers Mixing it Up 



AUSTRIA (Gregg Gallagher) : 

ENGLAND (Bob Fabry) : 

FRANCE (Don Bingle) : 

GERMANY (Bernie Oaklyn) : 

ITALY (Lee Kendter Sr.): 

RUSSIA (Don Ditter) : 

TURKEY (Jerry Jones) : 
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IBERIA TO HEAD EAST: RUSSIA 
riiE WRONG WAY AS AUSTRIA FACES 



FRANCE SHUNS 
CAUGHT GOING 
BIG DECISIONS 

There's little to say about the West. 



France has se; 



is out of the! 



ured the best position. 



He has 



nlaced two units on Bel, while the German fleet 



concerned with A 



picture, and the English- must be 



choices here- 



5tP. 



There are some nice 



he could even enter both Bel and 



Ruhr if all Went well. 

The East is more complex. Russia's position 
is the most eye-catching. He has blunted the 
Turkish attack, but missed the Austrian one. 
His fall tasks include defending War and Sev, 
keeping the Turks out of the Black, and trying 
to take Rum. '. With only two units in the south. 
It's a hopeless assignment. His barganing 
position is poor, as A-T likely smell blood. 
The north has problems too. The strong French 
position may will cement E-G, which of course 
means no Swedi 
into Finland, 



n. There's not much point ducking 
because in the (by no means cer- 
tain) event that he does get a build, it will 
likely be needed in the south. Since the non- 
likelyhood of A StP-Fin may well force England 
to use both fleets in Scandinavia, the real 
beneficiary df A Mos-stP could be France. 
However, it is Austria's position which is 



A Bud-Ser, F Tri-Alb, A Vie-Gal 



F Lon-Nth, 
F Bre-Mid, 
A Mun-Ruh, 
A Rom-Apu, 
A War-Ukr, 
A Con-Bui, 



F Edi-Nwg, 
A Par-Pic, 
A 3er-Kie, 
F Nap-Ion, 
F Sev-^lk, 



A Lvp-Edi 
A Mar -Bur 
F Kie-Den 
A Ven H 
A Mos-StP, 



F StPsc-Bot 



F Ank-Blk, A Smy-Arm 



© 



the most fascinating. He has an odd position 
for Austria in SOI: Too many alliances. Clear- 
ly he's allied with Turkey against Russia. 
But Italy is coining east against — he hopes — 
Turkey. Can he keep these two alliances for 
one more season? Tempting and gleaming in 
front of Austria, well within grasp, are three 
builds: Greece, Serbia and Rumania. But this 
could be an all-or-nothing situation. If he 
goes for it, and T-I forms, he'll see A Bul- 
Gre . A Ven-Tri, and possibly A Ukr S F Sev- 
Rum. The final result would be no builds, 
and surrounded by three enemies. Kaput! But 
will his neighbors move that quickly? Austria 
can buy some insurance by trying to arrange 
a standoff in Trieste with A Set. But that 
risks Serbia should A Ven H. And it reduces 
his attack on Rumania. Alternatively, A Ser 
S F Alb-Gre risks Rumania and Trieste. Either 
of these would indicate a lack- of trust to the 
ally. Perhaps Italy can be persuaded to turn 
against France. But any way you look at it, 
its nail-biting time in Vienna as well as Mos. 

A Diplomacy game can be said to have a "life" 
of its own. Thus, it might be able to be "re- 
incarnated" in another form, another game. 19 
1975FX had essentially the exact same eastern 
situation. The only (unimportant)- difference 
was that Italy moved A Rom-Nap in place of -Apu 
here. Even the German moves were the same, so 
Sweden was also threatened. So why would l'J75 
FX want to live again? Because it suffered one 
of the most horrid fates ever to befall a postal 
game: It was murdered in its crib by the GM. 
It never saw Fall 1901. It seems that the GM 
(Mick Bullock) had a (well known) policy against 
replacing players, he performed the ritual 
infanticide, and returned the game fees to the 
players, leaving their diplomatic efforts still- 
born. Perhaps in some way, the eastern half of 
1975FX is with us again. 



Dip World Demo Game 
1978-?? 



Spring 1901 

AUSTRIA (Stuart Dagger) 
ENGLAND (John Balson) 
FRANCE (Tim Roberts) 
GERMANY (Richard Hucknall) 
ITALY (Norman Nathan) 
RUSSIA (Greg Hawes) 
TURKEY (Simon Dally) 



F Tri-Ven; A Vie-Gal; 



Edi-Nwg; F 
Bre-MAO; A 
Kie-Den; A 
Nap-Ion; A 
StPsc-GOB; 
Ank-Bla; A 



Lon- 
Par- 
ser- 
Ven- 



-Nth; 
-Pic; 
•Kie ,- 
-Tyr; 



A 


Bud- 


-Ser 


A 


Lvp 


-Yor 


A 


Mar- 


-Bur 


A 


Mun- 


-Bur 


A 


Rom- 


-Ven 



A Mos-Ukr; A War-Gal ; F Sev-Bla , . 
Con-Bui; A Smy-Con. 



Autumn 1901 

AUSTRIA (Stuart Dagger) F Tri S ITA A Tyr-Ven; A Vie-Tyr; A Ser S TUR A Bui-Rum . 

ENGLAND (John Balson) F Nwg-Bar; A Yor-Nwy; F Nth C A Yor-Nwy. 

FRANCE (Tim Roberts) F MAO-Por; A Pic-Bel; A Mar-Bur. 

GERMANY (Richard Hacknall) A Mun S AUS A Vie-Tyr; F Den-Swe ; A Kie-Hol. 

ITALY (Norman Nathan) F Ion-Tun; A Tyr-Ven; A Rom- Ven . 

RUSSIA (Greg Hawes) F GOB-Swe ; A War-Gal; F Sev S A Ukr-Rum ; A Ukr-Rum . 

TURKEY (Simon Dally) F Ank-Bla; A Bui-Rum ; A Con-Bui 

Supply Chart: 

AUSTRIA Home, SER 4 Builds A Bud 

ENGLAND Home, NWY 4 Builds F Lon 

FRANCE Home, POR, BEL- ... * 5 Builds A Mar, A Par 

GERMANY Home, HOL, DEN ..... 5 Builds A Ber, F Kie 

ITALY Home, TUN .4 Builds F Nap 

RUSSIA Home 4 No change 

TURKEY Home, BUL .4 Builds F Smy 



COMMENTARY 



Russia's position is desperate to a degree. 
England his played the expected attack through 
the Barents Sea. St. Petersburg and Sweden are 
both certain to be in enemy hands next year if 
the Anglo+German 'alliance' holds. But will it? 
The French builds and France's evacuation of MAO 
are strongly pro-English, and I feel fairly sure 
that Russia and Germany will unite next season, 
if they cin trust each other enough. They will 
be helped J by circumstances: along with most of 
the hard iore of the British hobby, Greg will be 
attending ; j a week- long party being held by Adrien 
Baird at |yston (near Leicester) after Christmas, 
and Richard is intending to come over one evening 
for a drink! The advantages, you see, of playing 
Diplomacy; in a country of manageable size. 

The English moves were predictable; so were 
the Germajd ones, in that if Austria asked for 
support tib Tyr he was sure to get it. I have 
a feeling, that Germany told Russia he would not 
go to Sweiden. But the move to Sweden was almost 
certain unless Richard had known in advance 
about the! Austro-Turkish alliance - if he did, 
then he should clearly have allowed Russia to 
take Sweden. I still fancy Germany's chances; 
I can pay. him no higher compliment than by say- 



ing that he has played exactly as I would have: 

France's moves, and more especially his 
builds, are of interest. A Pic-Bel was obvious, 
of course, but apart from that he had to choose 
between two plans, both of which would commit 
him (for the moment) to one ally: the pro-English 
set he has adopted, or the pro-German, F MAO 
stands (perhaps misordered) and A Mar-Spa, build- 
ing F Bre and A Mar. The advantage of the choice 
he has made is that Germany can do little about 
it - he might perhaps have preferred A Kie rather 
than F Kie, and could have made this build condi- 
tional on the presence of a French A Bur. The 
anti-English set invariably results in the build 
of F Lvp. For all that, I think the English are 
France's main concern, and should be tackled 
first. I wonder if the English build of F Lon 
rather than the more usual F Edi will make Fra 
think twice? 

Trying to predict events in the west for 
the next season is not easy. There are two 
main options: 

(1) England stabs France . This looks very 
good to me. England orders F Lon-Eng; F Nth S 
GER A Hoi-Bel; A Nwy S F Bar-StPnc; while Germany 
goes A Hoi-Bel; A Mun-Bur; F Den-Swe; F Kie-Den; 




A Ber-Mun/Sil .; 
position, but 



This gives England a terrific 
is dangerous for Germany. 



(2) Germany stabs England . This may be es- 



F GOB-StP(sc) 
tack on Nwy in 
take StP while; 



is outnumbered; 
of his taking I 
to concentrate 



sential for Germany, depending on how firm the 
Anglo-French agreement seems to be. Germany 
orders F Den-SWe; F Kie-Hel; and Russia orders 
and A Ukr-Mos. Now a German at- 
the autumn allows Russia to re- 
Germany himself has gained Swe. 
All of thjis depends largely on what Russia 
does. The disaster in the south leaves him a 
horrible position. In the matter of Rumania, he 
4-3, so there is little prospect 
hat; but if he simply lets it go 
on the north, he is likely to 
lose Sevastopol), as well. He will simply have 
to negotiate hard and, eventually, hope he has 
found someone Vho is telling him the truth and 
put all of his: eggs in that basket. Nasty. 
Austria must b^ his best chance: Austria will 
know well enough that a long-term Austro-Turkish 
alliance always ends with a strong Turkey and a 
dead Austria. ij But Greg will have to work at it. 

Austria hps a very playable position now - 
a triumph for f:he combination of Hedgehog and 
Anschluss! Hi^ problem is to prevent Turkey from 
doing too well; out of their alliance. The Turk 
build will hav«i given Austria pause for thought: 
surely A Ank wjis more consistent with an attack 

I entirely agree with Simon's selected 
F Smy-Aeg covers him against what 



on Russia? 
build, though: 



could be a very good double-cross by Austria. 



We've all seen 



Austria into Romania in Spring 02 , then in 



Autumn Austria 



to the Russians. I should imagine Stuart had 



something like 



need to have ail agreement with Italy if it is 



going to work, 
Meanwhile 
as predicted, 
for this year, 



have the usual 
he is going to 
he sits on the 



my predictions 
amazed if even 



this one worked - Turkey supports 



grabs Bulgaria, leaving Rumania 



this in mind, but he will now 



and I can ' t see that . 
Italy has got absolutely nowhere, 
He will have his eye on Greece 
and that means doing a deal with 
Turkey or Austria, almost certainly the former. 
So Turkey hold^ the cards in this area, for the 
present. By autumn, he could set up a- fine range 
of tactical and deceptive possibilities. He does 



long-term Turkish problem, though; 
find it difficult to break out if 
fence for too long. 



Sticking Ay neck right out, then, here are 



for Spring 1902, and I shall be 
half of them are right. 



AUS 
ENG 

FRA 

GER 

ITA 
RUS 
TOR 



A Bud-Gal ; A Ser-Rum; A Tyr S F Tri-Ven 
A Nwy S F Bar-StPnc; F Lon-Eng; F Nth S 

GER A tol-Bel 
F Por-Spisc; A Bel S A Bur-Ruh; A Par-Bur ; 

A Mar-^ie 

F Den-Swl; A Hoi-Bel; F Kie-Hel; A Ber-Kie; 

A Mun-$ur 
A Rom S i Ven; F Nap-Apu; F Tun- Ion 




F GOB-StEfsc 



A Gal S F Sev-Rum ; A Ukr-Mos 
F Bla C A Con-Arm; A Bui S AUS A Ser-Rum; 
F Smy-Aeg. . 
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map by Pulsipher 



FORE WARD 



By LEW PULSilPHER 

This is! the twice-revised winner of the 
Historical |/ariant category of the Diplomacy 
World International Variant Design Competition. 



John notes 



to Mediterranean Canal at the time of the 



game , one d 
Med . ) 



hat although there was no Red ; Sea 



d exist much earlier (Red Sea^-Miie 
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1) Use all 
they conflii 



CARTHAGE . 
NEW CApTHAGE . . 
ROME. 



regular Diplomacy rules except when 
ct with the following rules. j 

2) The majjbr Powers and their starting positions 
are as follows: ; 

: F ICO, F UTI, A NUM 

F N. CAR, A SAG, A; LUS 
F NEA, A ROM, A AQtJ 

MACEDONIA : A EPI. A CHA, F ATfi 

PTOLEMY : F THE, A MEM, A SIN 

ANTTGOjTOS : F PON, A ANT, A MYS 

SELEUCi JS : A RAYY , A ATR, A SEL 

3) Sinai, Mysia and Arabia function as Cpn does 
in the staridard game. A fleet in Mysia could 
move to either the Euxine Sea, the Aegean: Sea, 
Pontus , Carjia, or Thrace (either coast). :A 
fleet in Arabia could move to either Seleiicia, 
Sinai, the IjRed Sea or the Persian Gulf. A fleet 
in Sinai ccjuld move- to either Thebes, Arabia, 
the Red Sea,], Memphis, Judaea, the Levantine 

Sea or the Egyptian ■ Sea. The reverse of kny of 
above are ailso possible. 

4) Thrace f:ias two coasts. Thrace functions as 
Bulgaria deles in the standard game. 

5) A unit jordered to move may not defend: its 
original space and if attacked is dislodged. 
This would pot apply if the attack was coming 
from the spsace the unit was attempting to: move 
too . 

E.G. ROjME...: A AQU-ALPS (dislodged) ; 

MACEDON: A ILL-AQU, A DAN-ALPS 
The standlpff in the Alps is unaffected feven 
though the Roman unit is dislodged by the' army 
from Illyrijk. 

6) A singlle attack against a convoying fleet 
disrupts th^ convoy. 

7) Victory;] is achieved by owning 16 centers at 
the end of fany Fall turn. Any other victory 
situation mky be decided by a unanimous vote 

of all remaining Powers. 

8) Fleets tend armies may move directly ftom 
Gades to Majaretania, and vice versa. Fleets 



the 



repre- 
in 

If 
when 



may still move fro* the Atlantic Ocean to 
Iberian. Sea, and vice versa. 

9) The game begins in 300 B.C. 

10) Optional: The):e are neutral armies 
-enting barbarians in Gaul, Danubia, and 
Scythia. They are: all in Civil Disorder, 
dislodged they are: eliminated, but return 
the space is vacated. They may of course 
supported to hold by other units. 



Variant Maps 

by LEW PULSIPHER 

A few guidelines to help variant maps ought 
to benefit player S and producers alike. Since I 
have drawn more variant maps than anyone in the 
world I may as well make the first effort. 

Above anything else, the map should look 
like a real map, riot a schematic diagram, and 
many of the guidelines which follow stem from 
this principle. 

1. Use full names, not abbreviations. If a 
non-standard abbreviation is reauired, put it 
below the full narrie, in parentheses, or underline 
in the full name tjhe letters of the abbreviation: 
Norwegian Sea. Iri most cases the standard first 
three letters of 3 name are sufficient. 

2. Land borders; are commonly jagged, crinkled, 
rough — anything biit straight. Smooth, straight 
borders look unreal. 

3. Sea boundrie^s, on the other hand, are 
necessarily artificial and should be straight or 
smoothly curved. 'This helps differentiate land 
from sea. 

4. To futher differentiate land and sea, use 
dashed lines for ^ea boundaries and an extra- 
heavy, or double line, for coastlines. Pro 
artists shade the :sea with wave patterns and use 
solid boundaries, but we amateurs can be satis- 
fied with dashes and nautical words in the names 
(North SEA , Indian OCEAN , etc.) 

5. Use all-capital letters for sea space 
names and normal lower case with the first three 

■letters capitalized for land. 

6. Typing is almost always better than hand 
printing, and printing better than handwriting. 
Letraset is best d>f all, but expensive and time 
consuming. 

7. Country borders can be extra heavy lines 
or other special lines — riged, "railroad", etc. 
Coastlines and coiintry borders should be differ- 
ent types of lines. 

8. Date the map 1 and include variant title, 
designer's name, ^nd map-drawer's name. (I won't 
say artist. . . ) 

9. Finally, there should be a kev on the map 
if unusual symbol^ are used, and the rules should 
state how many supply centers and how many land 
and sea spaces there are on the map. 
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by Robert! Sacks 

It givefe me great pleasure to announce this 
year's Variant Award List. (For a detailed ex- 
planation of the process, see this column in DW 
17 ) This year the panel consisted of Robert 
Sacks (Secretary), Gregory Cos tikyan, Fred Davis, 
Raymond Heudr, Drew McGee , and David Schwartz 
Persons wishing to serve on next year's P*^ £ 
to submit nominations now should write to Robert 
Sacks, 4861 iBroadway 5-V, New York, NY 10034. 

The second annual Variant Awards List (for 
1977) follows. Where unanimous consent was re- 
quired (and | received) , the winner is starred. 

OUTSTftNDING| PUBLICATION FOR VARIANTS: 

Diplomacy World, Conrad von Metzke, Editor 
(This covers his issues in 1977) 

OUTSTANDING 1 ! VARIANT GAMEMASTER: 

*Fred it. Davis, Jr. 

OUTSTANDING VARIANT DESIGN: 

Pseudo-Classical Diplomacy - Martin Janta- 
j Polczynski 

OUTSTANDING ARTICLE ON VARIANTS : 

■'Unsolicited Editorial" - Ken St. Andre in 
' Diplomacy World 16 

GENERAL CONTRIBUTOR TO VARIANTS : 

John teeder for his work as a variant game- 
'! master, designer, and publicist 

SPECIAL AWjARD: 
-no award- 
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If you purchase some- 
thing from the pages of 
DIPLOMACY WORLD, tell 
them where you saw their 
ad! 
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FIRST ECHELON PUBLICATIONS wants you to 
take advantage of an unbeatable offer. 
We now have 68 full pages with a full 
color glossy cover. We continue 1n our 
second year to bring you coverage on the 
study of military history, wargames and 
their strategy, science fiction, fantasy. 
Diplomacy, Nuclear Destruction, miniatu- 
res, and MUCH, MUCH, MORE. SEND TO: 
FIRST ECHELON PUBLICATIONS, 73316 
Normandie Ct, Hazelwood, Mo, 63042, 
DEPT 12. One year (6 Issues) only 
$8. 50... single copies $1.75. ..TEXAS 
RESIDENTS PLEASE ADD 5% SALES TAX. 




Classical poarii 



by D [JOG LAS 



God! 



nights ard 
end of the! 



MILLS 



What awful weather we've had, some- 
times I wonder why the British weren't born 
with webbed feet: Regular as clockwork the 

beginning to draw in, heralding the 
Summer that Never Was, and once again 
a young mail's fancy turns from the distant, but. 
h a PPy / memories of golden beaches and tropical 
sunsets etjc. , to the more serious business of 

letters and nefarious forms of Face- 
To-Face and Postal Diplomacy. 

The Organizations of the European side of 
the hobby have been ticking along happily for 
the last cbuple of months and events such as 
PRESTONDIPjcoN (renamed POLYCON) here in the UK 
have passejd off without incident. Kindly organ- 
ized by Bcjo Brown, FtF secretary of the NGC, 
POLYCON wais held on the weekend of the 8-9-10th 
September,! and yours truly had the good fortune 
of being able to attend on Saturday the c »th. 



Naturally ,j 



including 

from some itnysteriou 
for the better part 
previously 



many "stars" of the British hobby, 



far too numerous to mention here, were present, 



Richard Sharp who, having recovered 
ailment which laid him up 
f a "con" held some weeks 
in France, snowballed into the con- 



!pf "hardcore" hobby freaks. As would 
a Diplomacy tournament was ava in- 



vention hai|Ll during the afternoon with hi? 
entourage 
be expect ep 

able for those interested in that sort of thing; 
organized and run by James O'Fee, and sponsored 
by Philmar; who kindly agreed to part with some 
cash to pa)/ for a trophy - ultimately to lie 
won by Gar!/ Murkin. Gaming activities weren't 
limited toj Diplomacy; people clustered around 
tables, sprawled on the floor, or supported 
the bar (physically and with pocketbook) , whilst 
going through the mental contortions of slay- 
ing Dragonjs, "hitting" neighbouring Mafia 
bases, subduing interplanetary civilizations 
and generally testing their capability of con- 
suming vast quantities of alcoholic beverage. 
I, myself passed a delightful couple of hours 
chatting with Der Garvey and Peter Calcraft, 
editor of yet another new 'zine on the UK scene: 
Spirit of | :he Age ■ It was in a cheerful mood 
that I finally left the CON to wind my way 
back to the station and catch my train homo. 

The Ftench 'zine Vortigern has finally 
reached itb half century, and Roland Prevot 
(the editoi:) has decided to open waiting 
lists for Regular Diplomacy as well as for a 
variant: "i)uest for the Runic Chip", a fantasy 
variant defeigned by Michel Liesnard. The sub 



rate is 16 Ff for 10 issues (Europe) , or $3 
for 8 issues (America by airmail) . Published 
on a 5 week deadline, this is a well established 
'zine and I would seriously . recommend it to 
players looking for reliable GMing, and able 
to read French. 

There are some conventions planned for the 
near future. One will be WARGAME WEEKEND '79 
at Waterloo in Belgium (probably during June) , 
and a similar event to be held in the UK, in 
the Bristol area; both sponsored by ' The 
International Conflict-simulations Group ' (ICG) . 
The Benelux ' Wargamer ' s Federation ' - brain- 
child of the Belgian firm Kamlag and the dynamic 
Michel Liesnard (editor of the professional 
hobby publication NUTS '. ) - are also in the 
throws of organizing .an event olanned for the 
early part of next year. Watch this space for 
further details on all of these events. 

Anyone out there interested in bringing 
the American and European parts of the hobby 
closer together by participating in an Inter- 
national Diplomacy game? Well, Randolph Smyth, 
editor of the well know NA ' zine' Fol Si Fie , 
and I are trying to get together some players 
who would be interested in playing such a game. 
Each party will be comprised of 3 US/Canadians 
and 4 Europeans and initially will be run on 3 
week deadlines (though thi^ could be shortened 
if it proves to be too slow) . The garnefee is 
set at $3.70 per 7 game turns (or the equiva- 
lent in European currency) and should be sent 
together with letters of registration and pre- 
ference lists to Randolph or myself. To keen 
the game moving at a reasonably fast oaoe the 
two season prophetic system will be used (Srr. 
moves, and Autumn moves ^ prophetic Winter 
builds/removals) . The games will be run out- 
side of Fol Si Fie or Aide de Camp so as to 
keep cost to the barest minimum, though if you 
feel like splashing out neither Randolph or I 
would be adverse to gaining a few extra sub- 
scribers 1 

Designation of Miller Numbers in Europe 
is finally back on the straight and narrow 
again; so far during '78 same 30 numbers have 
been assigned and hopefully there'll be more 
before the year's end. Anyone requiring Miller 
Numbers in the UK or Continental Europe should 
get in contact with me. If a number is required 
for a veriant which has never previously been 
played postally, it would be appreciated if a 
copy of the rules could be enclosed with the 
request, together with a list of player's names , 
the countries they are playing and any other 
pertinent information concerning the game. 

Finally, I'm trying to get a group of 
female Diplomacy players together for a World 
Wide, girls-only, regular game, and so far I'm 
not having too much success - I still need 
another four players. Anyone interested.'' 



FUTHER INFORMATION 
EVENTS CAN BE; 



FOL SI FIE: 
Ottawa, Ontar 



VORTIGERN and 
Descombes, 75017 



WARGAMER'S 
415 Avenue de 
B-1150 Bruxelll 



ON THE ABOVE PUBLICATIONS AND 
OBTAINED FROM: ■ 



AIDE DE CAMP /^/MILLER NUMBERS //THE INTERNATIONAL 
CONFLICT-SIMUiLATION GROUP and WARGAMER WEEKEND 
'79: Douglas^ Mills, 210 Bramhall Lane South, 
Bramhall, Stdckport, Cheshire SK7 3AA, UK. 

SPIRIT OF THE] AGE: Peter Calcraft, 13 Ridgeway 
Rd., Long Ash^ton, Nr. Bristol, BS18 9EX, UK. 



Randolph Smyth, 249 First Ave, 
K1S 2G5 Canada. 



PARI SCON: Roland Prevot, 16 rue 
Paris, FRANCE. 



FBpERATION and NUTS 1 : Michel Liesnard , 
Tervuren, Woluwe-Saint-Pierre, 
es, BELGIUM. 
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Tom Butcher 



4he announcement in DW #19 that the FTF 
be given more attention in subsequent 
ame as rather a disappointment that DW 

face-to-"face version of the game the 
off. 

the difficulty seems to lie in the 
that it's the postal players who 
as well as all the other publica- 
there seems to be a strong 
the postal players that there's 
nee between the two forms of the 
them virtually two different games, 
unless you try to bring them a 
together. 

st difference, for those who've 
is that in FTF play it's quite 
of the time, as to who is huddling 
if you keep your eyes (and ears) 
•lly know with what effect. In postal 
only judge by your correspondence, 
is what bridge players call the 
table' is now. drastically altered, 
first few forays into the world 
omacy I decided that perhaps the 
dould have the best of both worlds — 



Moreover 



among 
ffeire 



bigge. 



modt 
and 



f feet 



DipL 



the diplomatic secrecy of postal play without, 
the delays, the orphans, and the NMR's. For 
the past year or so we've run our FTF games 
like this: 

We seat ourselves around the table in our. usual 
positions and we stay there — no huddles. Every- 
one has a memo pad and gets busy writing notes. 
This is what constitutes our negotiating period. 
Everyone is told that he or she should pass notes 
to everyone even when no 'diplomacy' is intended. 
To one player you might write, "Will you support 
my F Aeg-Ion?" To another, "How about an alliance 
against Russia? What are your terms?" And to 
another (a pretty girl this time) , "You sure look 
nice in that sweater. " 

Each receives his note as if it were some- 
thing important, studies the board a bit, and 
writes an answer, hopefully with a straight 
face. The idea is that even if the note to you 
had nothing to do with the game it is hoped that 
you'd act as if it were. 

The effect is roughly the same as in postal 
play; there's a heavy traffic around the board 
and the alliance structures are only apparent 
as the moves are read out. All that is required, 
besides plenty of paper, is that everyone play 
his part in writing lots of notes and doing a 
bit of play acting in treating all of them as 
though they were concerned with the game . 

If there is an eighth who: is acting as the 
GM the effect can be made even, more "realistic". 
Each note is folded and addressed, and the GM 
acts as the post office, collecting them at 
stated intervals and delivering them together. 
Now no one even knows who's writing to whom. 

Try it. You' 11 have a lot of fun even 
when you're losing, and if you've decided FTF 
play just hasn't got it, you may find yourself 
changing your mind. On the other hand, if you 
are a FTF player who has never : ventured into 
the labyrinths of play-by-mail Diplomacy, this 
can give you an idea what it's like without 
those agonizingly long waits between issues. 




Chris Tringham 
25 Auckland Rd 
London 
SE19 2DR 

MEGALOMANIA is a comparatively new 
Diplomacy zirie from England. It is 
litho-printed, 20pp and costs 25p/50£ by 
sea, 35p/70ji by air. American $ can be 
sent to Richard Jarvinen (2:404 Sunset Ave, 
West Linn, ORE 97068); MiEGALOMANIA 
prints a lot of hobby news and gossip, so; 
if you're interested.' 
in what's happenin 
over here, sub. 
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;you are reading this it shows that 
rson with a fine sense of taste, 
t be a person who is interested in 
ad therefore are interested in DIP- 
Sith the change of editors for 
WpRLD now is the time for that inter- 
forward and show itself. 

of DIPLOMACY WORLD rests directly 
shoulders . My values/interests may 
different than yours and let's face 
important that you get what you want 
it is for me to publish what I 
read. So how do we get together on 
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1. In this issue 
variety of 
deal only wit 
A. Whli 



wanjt? 

R^ight now, before you have time to 
to your desk and get out a sheet 
an envelope. 
lAddress the envelope to Jerry Jones, 
tiion Box, 1854 Wagner St., Pasadena, 
.S.A. Put a stamp on it and set 



Place your name and address on the 
sheet of paper. This is a must for 
lecting one of the suggestions that 
here before April 15, 1979 to re- 
year subscription to DIPLOMACY 



can get to the meat of the letter, 
jfco ask you some questions and I want 
them honestly and directly. Now 
is. It'll only take ten minutes or 
mean so much. 



(#21) there were quite a 
Articles. These first questions 
■/ilth the articles in this issue, 
"lien article, that you read in its 
entirety, hl^ld your interest and you enjoyed 
the most? j| 

B. Whijich article, that you read, did 
you enjoy the least? What was it about this 
article that disturbed you? 

C. Noj|»,. list the articles that you have 
not read anB doubt that you will ever read? 
Why? ;! 

1 

2. The n^xt set of questions deals with DW' s 
of the pastii There is no need to go and get all 
of your back issues, these questions should be 
answered off of the back of your head. 

A. Nafie the article that you remember that 
you really Enjoyed. It is not important to name 



fine . 



B. What types 
least? 

C. Rate on a scale of one to ten (ten being 
the best) the interest level that each of the 
following types of articles hold for you. 

a. "How-To-Play " articles. 

b. Variant articles. 

c. Puzzles. 

d. Letters to the Editor 

e. Ariioles that deal directly with the 
postal end of the hobby. 

f. Articles that deal directly with the 
face-to-face end of the hobby. 

g. Articles with no social redeeming 
value (humor, etc.) 

3. O.K. Now its essay time. What I am 
going to suggest you do now is to sit down and 
think about what would you like to see in the 
future inside DIPLOMACY WORLD. You can be as 
vague as you wish or you can get right down and 
give direct suggestions for a ifuture article. 
(Better yet, you can write that article 'and 
send it along with this questionaire . ) 

4. Do you feel that you are getting your 
money's worth from DW? jf not . [ where are you 
getting cheated? (Length, type of writing, 
quality of writing, etc. ) 

5. Here are a few ideas that we have in- 
store for the future. Rate them on a scale of 
one to ten (ten being definately a good idea, 
one being el stinko.) . 

A. Certificates to players who have won or 
been in a draw in a game of Diplomacy. 

B. Articles on subjects other than Diplomacy. 

C. Re-prints of articles that are printed 
in another zine. 

D. Would the purchase of a typewriter that 
would justify (make the right hand margin even, 
like the left hand margin) be a worthwhile 
purchase or just a waste of money. 

E. A Special Edition of DIPILOMACY WORLD that 
would be nothing more than a collection of 
articles from early issues of DIPLOMACY WORLD. 
This issue would be an extra issue that would 
have to be purchased separately and it would 

be called the .'Best of DW' . 

6. Lastly the next list of questions 
need not be answered. I am asking them to try 
and find out what type of an audience I am 
addressing this too. 

A. Age. 

B. Occupation. 

C. Primarily a postal player or a Face- 
To-Face player. 

That's enough. (I heard someone say, "That's 
more than enough;") Probably right, but DW is 
your magazine, not mine, and the only way that 
it can be directed in the direction that you 
want to see it go is through questionaires such 
as this. Please help, you may win a free sub. 
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Part of th$ playtesting procedure for my 
Solitaire Diplomacy rules was a standard 7-player 
game with all motves determined by the non-player 
orders rules, dfhe Solitaire game is meant for 
one vs. one, soil didn't pursue the multi-player 
aspect further than several game years of this 
rather strange play test, but it reminded me of 
articles I've re:ad recently about computer chess 
playing programs. Such programs are now able to 
.beat 99.99% of ^uman players, especially if the 
human doesn 1 t kftow how to take advantage of a 
computer's strategic weaknessess — they are demon 
tactical players because they can look at poten- 
tial moves farther ahead in %he time available 
than can a humaif. International Master David 
Levy bet several thousand dollars several years 
ago that no computer could beat him, and in Aug. 
1978 he met the j world champion computer chess 
program in the ifinal match before the deadline 
passed. Unfortunately I don't know whether 
Levy's strategy! of doing nothing until the com- 
puter make a mistake brought him through. 

Diplomacy Aechanics are not more complicated 
than chess mechanics, so it should be possible 
to write a tactical program to play Diplomacy. 
My Solitaire rules constitute an unsophisticated 
"statistical program", that is, there is no con- 
sideration for ioordinated action between units 
and little consideration for what the enemy is 
able to achieve; The basic idea was to arrange 
tables so that the overall result would look 
more or less lijke Diplomacy moves. If I had 
meant to duplicate standard Diplomacy play in- 
stead of arranging a one vs . one non-human op- 
ponent I might have gone through many postal 
Diplomacy games; and counted how often an army 
in a center stoAd, how often it moved, how often 
it supported, etc. With the aid of computer a 
much more complex program could be devised ber- 
cause the computer could rapidly "roll" many 
percentages and; take many more factors into ac- 
count. There cbuld be dozens of tables — e.g. , 
one for an army: in a center with no enemy adja- 
cent but one mo^e away, and with no friendly 
units nearby to| offer support. 

What I call a "tactical program" requires 
qreater programming sophistication because the 
computer has to! "understand" how Diplomacy mech- 
anics work, and| not merely generate percentages 
for appropriate: tables. Attempts have been made 
to write a progtam to adjudicate a Diplomacy 
game; a "tactical program" would need this abil- 



ity in order to understand tactics. Game theory, 
a branch of mathematics, could be used to give 
the program considerable tactical skill without 
predictability, but incorporating game theory 
sufficiently sophisticated to be useful might be 
a programming nightmare. At least one article 
about applying game theory to Diplomacy was 
published 3 or 4 years ago, but I don't recall 
where — in a Michigan zine, I believe. 

I would be pleased to read the moves of a 
computer played Dip game merely to admire human 
ingenuity (and have a few laughs) . It would be 
more interesting to see different programs play- 
ing each other. Each program would be different 
not only tactically but strategically; they would 
need some kind of built in response to the kinds 
of movement "signals" given in a game without 
negotiations. Moreover, each program might 
have "alliance" prefereces imposed by the pro- 
grammer. He might introduce a set of biases 
concerning who would be regarded as an enemy — 
for example, say> when the program played Turkey 
it would not regard Russia as an enemy unless 
Russia moved into Bulgaria, Black Sea or Armenia. 

Taking this a step further, programs could 
be written for specific countries. This would 
enable the programmer to introduce statistical 
tables for at least the first game year based on 
the positions of all; nearby pieces. The computer 
would "memorize" the best set of moves for each 
possible Fall 1901 or Spring 1902 position — 
"best" meaning those which in actual games have 
most often led to. wins or draws. The alliance 
biases could be more detailed as well. I believe 
chess programs work this way, but in Diplomacy 
one must consider cooperation with other players, 
and in any case not enough Diplomacy games have 
been recorded or analyzed to allow this technique 
to be much used. 

So far I've talked about statistics and . 
implied negotiations. But overt, though limited, 
negotiations are possible, whether between pro- 
grams or between humans and programs .- Each ne- 
gotiation symbol would require a general defin- 
ition, but each human or program would interpet 
the details as it chose. Initially the programs 
would probably not have a "lie factor", but this 
wouldn ' t do much harm if the human players didn ' t 
know whether their opponents were human or pro- 
grams. A perfectly legitimate human strategy 
in standard Dip is to play without stabbing, and 
when done carefully, with limited alliance dura- 
tions, this may be the best of all strategies 
for well-known players. Later generation pro- 
grams might be capable of offering bogus alli- 
ances or of breaking agreements. 

An account of a game played by, say, four 
sophisticated programs and three humans, able to 
negotiate only by symbols so that the players 
didn ' t know who was human and who computer , 
would be fascinating. A computer Diplomacy 
championship would also be interesting. I hope 
the programmers reading this will agree with me 
and get to work! 
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FRED C. DAVIS JR. 

Lipton's award -winning article, "The 
ling," has "been criticized in some 
being a bit too elementary. It begins 
ling and goes nowhere ■ This is not . 
may go nowhere, but it certainly 
at the beginning. For the true 
3ther in a face-to-face game or 
'phoning another player or the Gamesmaster, 
one must begjln with a more fundamental question: 
How does one; pronounce "Tunis?" 

There have long been two schools of thought: 
The long-double-0 (as in "looney toones") and the 
short -U (as In "ton"). Indeed, most of Diplomacy's 
major feuds (Walker vs. Beshara, Sacks vs. Every- 
body, Lepanta vs. Turkey, U.S.P.S. vs. Hobby) are 
now believed[ by revisionist historians to have 
arisen from this dispute. 

The beginner usually confronts this matter 
the very first time he plays Italy. Austria 
pulls him aside and they agree on this strange 
attack on Tuikey. And then, just to be sure, 
Austria asks (Italy to repeat, so there won't be 
any foulups. j "Oh, well, I go Rome to Apulia and 
then I convoi to, uh...." What to say? It's not 
a simple matijer of what's "right." There's al- 
ways the dictionary for that (although how does 
one explain scurrying for the dictionary in the 
midst of negotiations? ) . But how does one choose 
which one Austria prefers? The wrong guess will 
provoke either gales of laughter or an icy stare, 
neither of which is conducive to a game-long 
alliance . 

All too pften the novice, tormented by this 
difficult chdice of pronunciation (ever wonder 
why the 'e' %s dropped on going from 'pronounce' 



to 'pronunciation'?), will ;;;radp at the only way 
out and blurt, ", , ,uh, . ,uh. . .Greece! " I can 

state for a fact that 90?' of all novice -attempted 
convoys to Greece in 1901 arise from just this 
dilemma. 

But even the well-prepared! player still 
faces the problem: Which is right, and, even 
more serious, How to remember which is righ-- in 
the heat of battle? Some years: ago I solved 
this problem with the discovery! of the following 
limerick while researching this: issue on one of 
the smaller islands of the Lesser Tunisian An- 
tilles: 

There once was a limey nanied Eunice 
Who convoyed from Yorkshire to Tunis. 

While it took every jjleet , 

The Italians were beast, 
And the army cried out, "Ejon't maroon us!" 

I don't think I need to go into the abuse I 
received on first publishing that limerick from 
the short -U crowd. A joint IDAi-TDA-BNYMPA -MITSGS - 
ILGWl) investigative panel ruled| it invalid for 
the use of non-Diplomacy sources. 

I then discovered another !one, this time in 
a prepublication version of GRAIUSTARK, a "proof" 
distributed prior to the appearjance of Issue 1, 
It went like so: 

There once were some Frenchmen in Tunis, 
Vho said to the Wops, "Donj't impugn us! 
"For the Turk we must! halt, 
"Though his growth is! your fault, 
"And besides, if we war, i^'ll ruin us!" 

This attempt fared no better « It seemed that 
the Union of Owners of Graustarjcs #1 had years ago 
raided the Hoosier Archives and; destroyed all 
copies (other than mine, of course) previous to 
GRAUSTARK #1, so as to protect itheir investments. 
It was further pointed out that! only in Washington 
D ,C . would such a strained pronunciation of 
"ruined" be acceptable. So I was forced to dis- 
cover; yet another, this time stjick in an old 
game board which dated back to the days of Cal- 
hamer's playtesting of the game': 

Some Germans retreated to Tunis 

Where their presence was tfuly a newness. 

They called to the Kaiser, 

"Now don't be a miser, 
"What we really need here is a funis." 

The firestorm of criticism j over this one was 
too much. I was compelled to stop discovering 
even older limericks. A special edition of VERI- 
TAS VlNCTT was published with aidetailed proof 
that Calbamer could not possibl^ have heard of 
a word such as "funis . " i 

So I shout out my challenge to the short -U 
gang: ■ I challenge you to a duel on the field of 
limericks. The score is 3-0 in'ifavor of the 
long-double-0. Come forward wiih three of your 
own, or start pronouncing the wdrd right! 
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Recently I have been criticized (and stabbed) 
for participiting in the practice of passing the 
letters of o:ie country to another. I was in- 
formed that ['most Diplomacy players frown on such 
a policy" ami that "the idea of Diplomacy is to 
try to stir bp conflicts by what y_ou write." Aside 
from the factt that the stern person who wrote this 



the same game with another letter- 
t me, I find this posture to be rather 
idgy. It saps a lot of the fun out 



1 gone into a dither in our res- 

over just exactly what is Diplomacy 
;ame is best played. Because it's a 
subject that] produces umpteen variations of opin- 
ion, we should settle on one basic fact. Diplomacy 
is a game that can have many types of people and 
styles of play. Any game can, and should, contain 
a variety of] play philosophies, even stodgy ones; 
but no playejr should be so pontifical as to state 
what is acceptable and what is not . Diplomacy is 
an EVIL game]. Accept this fact. 

Now thejre is nothing wrong with being evil. 
Lying, flim-Jf lamming, passing letters around, 
Xeroxing leifters and sending them out, innuendo, 
ruses, spying, double -agen ting, betraying, and 
many other vjile activities are all forces for 
good in the .community of Diplomacy. Only one 
other facet, besides evil, is needed by each 
player - loyalty. A good player will also form 
solid, warm, smooth alliances that work like a 
Swiss watch. This is the balancing factor of 
the evil. Switching from an ally to an enemy 
for help, and stabbing an ally in the back, are 
just variations on the loyalty vs. evil scale of 
balance. Mcbody should be totally rotten all the 
time. It will only lead to expulsion before '04 
or so. Beir|g "Mr. Alliance" to everyone will 
leave you ncwhere also. Staying with a dying 
ally is foolish too. Betrayal and new loyalties 
elsewhere are the pace -setting activities of the 
game. If letter-passing serves a truly foul 
purpose, thejn so be It, but do it only in con- 
junction with a solid ally.' In other words, be 
dastardly tcgether. 

This is' a game which uses the good and bad 
of the mi.ndj None of the mind's capacities should 
be excluded] If telling one player tha '■ another 
player beat:? up old ladies and is therefore men- 
tally unstable, will get you what you want, then 
do it. Theie is no set morality. - In a game of 
seven Goodie-Two-Shoes types one can't expect 
too much trickery and rotten behavior. In a game 



of seven ruthless savages who'd hock their dying 
grandmother's wedding rings; just for kicks, you 
can expect some horrendous nasties to occur. But 
what of the average game which seems to include 
one non-writer, one paranoid,, one tactician (who 
only does tactics, not diplomacy), one overly- 
literate madman, one cool dude and two general 
easy-going types who'll sidp with someone sooner 
or later just to be sure of! being in an alliance? 
Must all treat each other according to some diplo- 
matic etiquette? I say NEVER! Let all hell 
break loose! Let the maximum tricks and coop- 
erations occur. Bar no holds! The* only rules 
to obey are those of Allan B. Calhamer and the 
gamesmaster. j 

Diplomacy's greatest contribution to our 
society is that it gives usj an outlet for our 
nastier natures. Lying, befuddling, : attacking, 
etc., all can be done as gopd procedure. Only 
Diplomacy permits this. Slapping rules of 
needless niceness on the game only dilutes it. 
Civilized man is a barbaricj oaf with' a suit on. 
Here we have a lovely outlejt to show how un- 
pleasant we can be. Let's use it. It will be 
for the best. 



Talking Turkey 



from page 16 



southern holdings. An English win was now out 
of the question,, and E-T difew the game, altho 
Turkey had the distinct edge at that point. 

2. Turko-German Alliance? 

The alliance with Germany is one of the 
more difficult ones to cariy thru to the game's 
end, and Indeed, Turkish wins with i strong 
second by Germany are extremely rara (but not 
so the reverse!). With German normally flush 
with armies, Turkey become^ a sea power. How- 
ever, a strong Germany often means a strong 
Italy, which blocks Turkish Medit expansion. 
If G/T begin with an attack on R, Twill go no 
further than Mos, since G Should get War and 



StP. 



This will force T to 



centers to: reach 18. Germany is closer to those. 



I G/T (/A) vs R is followed 



take 2 Iberian 



by G/T to split up 



A, then he will need even more Western centers. 
Stabbing Germany will seem much simpler. A G/T 
alliance can be essential if F/I solidifies. 
This is a somewhat insidious alliance, because 
it is often difficult to sjbot until ; its too 
late. 

3. Franco-Turk i sh Alliance 

An alliance with France is not so cramping 
as with Germany, but is in some way more diff- 
icult to establish because jof the dearth of 
possibilities for joint military action (like 
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I/F alliance*. The desire by 
possess Tunis relatively early 
isily undermine the alliance.: 
.u.ance for a race-to-victory : 
ith countries pledge not to 
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4 - The Western ijriple Alliance 

""perhaps the fmost fascinating challenge tc 
the expert Turkish diplomat is in the operatidn 
of the Western Triple Alliance, E-F-G. It has 

great promise Regardless of who he wishes tc 

attack, an ally 4ill be available. And there is 
great danger: hid attacks will help the allies 
grow, thereby digging his own grave. The alliance 
has considerable (exploitable instability, especi- 
ally from England, who after the Russian campaign 
will find himself somewhat cutoff from further 
growth. However, England is the one country T 
cannot easily af fleet. Turkey's work begins, if 
possible, in the opening game. Indeed, T will 
sometimes suspect! the alliance as early as WOd, 
by putting together separate pieces of Western 
correspondence, ilnitially, a low profile is 
advisable, so thajt I-A-R will turn to face F-G- 
E. This will noij only slow down western growth, 
but should present some delectable rears. Un- 
fortunately, I-A-|r may decide to stab Turkey, j 
for safety and fdr some handy builds. After afll, 
the Austrian and f Russian fleets in the south j 
won't be needed ajgainst the west and at least! 
one Austrian armj will be available. As a ca^e 
study, consider i974HW, a demo-game in Les 
Liasons Dangereusjes , which featured Pitch as i 
Turkey and Vagts and England. j 
W02 found Turkey with Bui, Ser, and Gre j 
allied with R (who had Rum and Vie) against A i 
(who was in a grjdge war with Italy) . In the j 
north, E/G was pressing R hard. In 1903, T j 
joined this attack, taking Rum and Sev, as F j 
invaded I. WithjE and A each also taking a r] 
center, R was dovn to 2 that year. The western 
triple continued jin 1904, with T showing no co- 
ordination with ljhe minor eastern powers (ISA) . 
At this point, E-If-G had 21 centers. In 1905, 
T-I-A moved to farm a stalemate line, as Engla.nd 
took Den from Geimany but otherwise E-F-G held 
firm. 1906 showed the west unsettled, with 
England taking a |bigger bite out of Germany (Kie 
and Hoi) and Germany swiping Paris (retaken in 
'07), but neitheij France, heavily commited in I 
the south, and Germany (too dependent on England 
for support in Russia) were in any position tcj> 
do anything a.boul! England. Thus Turkey's j 
strength at this Ipoint was England's prime ! 
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the right centers , the right positioning of 
fleets and armids is required, and sometimes 
in rather forward positions. The first set of 
positions, for 4 xam Pl e usually requires that 
you have an army in Pie. It is also necessary 
that no enemy units be behind the lines or are 
buildable therel Finally, not that these lines 
will usually only stalemate an alliance . The 
opposing giant ifay still win by seizing his 
allies' centers | That moment may be your last 
chance to stop the victory. 

2. Victory 

Ah, sweet -s|ictory: The bitter truth, how- 
ever, is that wfti le Turkey is good at many things, 
victory isn't oi|e of them. Indeed, Turkey has 
fewer postal victories than any other country, 
(except Italy) . ii 

A very coim|on situation occurs when Turkey 
has overrun all jof Italy, Austria, the Balkans 
and Russia except for StP. But this totals only 
16 centers. Th§ most available centers at this 
point are Tunis | Mun and StP, but to win, Turkey 
needs two of tham. Alas, all three are parts of 
stalemate lines ijrelatively easy to set up by an 

alert west. Th^ most obvious case is StP 

Turkey can only place two units on it (Mos and 
Lvn) , so that Western help or serious western 
disorder is required and even then, StP can be: 
retaken. Tunis lis only a little easier. Your 
best bet is to tjry to seize this in midgame. 
The line of fleets Mar-Lyo-Wes, plus fleets in 
Tun and Naf loc)|s up Tun (and Mar) . Munich can 
be held by numerous western and northern stale- 
mate lines. Its; a cruel fact, but the common 
stalemate lines slicing the board diagonally 
don't leave a majority units on the eastern half. 

What's to tje done about this? One approach 

is to have a Wesjtern ally remember those 

letters mentioned several pages ago? Because 
all he does is dpen the door for you, he need 
not be strong. ^Indeed, a weak one is more 
likely, as he should have some resentment to- 
wards his neighbors. The second approach is 
for a break thrtj in one sector: Take StP and 
then spill over into lightly defended Scandinavia; 
take Tunis and gjrab an Iberian center; take Mun 
and Ber. To pulil this off, you may need to make 
a midgame decision unbalancing your F/A ratio, 
to prepare for tjhe endgame blitz. For example, 
if the west hasj A Mar and no F Spa(sc) , then the 
Tun-Wes-Lyon lir|e can be broken by placing fleets 
in Pie, Tus and ;Tyr. This will take a lot of 
preparation. Tt|e third approach is to have an 
eastern ally — \i.e. not overrun all of the east 
yourself. It is!! simply not possible to discuss 
all of the combijjnations with any degree of 
specificity; thej reader is referred to previous 
games mentioned 'here . Basically, the choice 
boils down to eifther racing your ally to the 
18th center, or -reaching 15 or so, and stabbing 
your ally for th-e rest. 




VI FEEDBACK 

I'm done, but you're not. I am vitally 
interested in getting feedback from the readers 
of DW, especially in two areas: 

1. Content. Were there items that you 
think were under emphasized, omitted, over simp- 
lified or just plain wrong? Also: Altho this 
article will naturally be of most value to new- 
comers, I tried to include material of interest 
to intermediate players. Did I succeed? 

2. Style. There are several departures 
here from the norm, the most obvious being its 
length. This allowed me much greater scope, 
depth and precision, but at a price: it consumes 
an enormous amount of space in DW_. Was it worth 
it? In addition I have frequently relied on 
Postal Diplomacy games to illustrate my points. 
This arises from my own belief that articles 
such as these must be firmly founded in how the 
game is actually played , as opposed to the 
writer's theoretical notions. Did you find 
such material illuminating? Finally, I have 
taken a strategic approach rather than the more 
conventional tactical one. Was this a smart 
move? 

Please write, me directly (492 Naylor Place, 
Alexandria, VA 22304) . I will forward (unless 
you indicate otherwise) some of these to Jerry 
for possible publication here. 




A Uok At The «GU 



Rod 



by DOUG 



Walker ' s The Gamer ' s Guide to 
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DIPLOMACY 



published by the Avalon Hill Game Company is the 
best thing to happen to the Diplomacy hobby since 
John Boa::dman started the first postal DIPLOMACY 
game in Craustark in 1963. The 36-page Guide is 
written J.n Walker's typically smooth, concise 
style anil is divided into eight major chapters: 
introduction, elements of the game, playing the 
game, a sample game, postal Diplomacy, 
variants! clubs and tournaments, and question and 
answers. Each major topic contains a vealth of 
information and opinion. Let's look at 
detail. 

The introduction to the Guide discusses the 
development and nature of the game objectives in 
playing DIPLOMACY, and the ideals of gcod diplomacy. 
Most of :his information and opinion is interesting 
and accurate (that is, I agree with it). The 
objectives of the game are divided into four cat- 
(1) win or draw, (2) strong Second, (3) 
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agones : 

balance hf power, and (4) "what the he' 
Probably only Rod Walker and Conrad voij Metzke are 
cavalier enough to play DIPLOMACY with the "what 
the heck ' attitude of someone only interested in 
having f m without regard to their country 1 s 
finish. The rest of us play to do well — what- 
ever tha : is. For some of us winning is the 
most important goal of the game, and failing that 
a draw is acceptable because it stops siomebne else 
from winning. For others finishing with as many 
units/centers as possible is the goal regardless 
of whethfcer or not someone else wins the game. 
How you label these objectives or how many sub- 
divisions you divide them into is not as important 
as f irmly , and clearly establishing your own objec- 
tives ana goals in playing DIPLOMACY. 

In the second chapter Walker outlines eight 
elements! of the game: communication, alliance and 
treachery, aggression and defense, cheating, 
stalematfe lines, the small time, the convoyed 
attack, knd some other little tricks of the trade. 
The elements of communication, alliance and 
treachery , and aggression and defense should be 
read by fevery DIPLOMACY player at the start of 
every game. They are the basics of the game 
and cannot be over emphasized. The discussion 
of cheating made me feel uneasy as it appears 
to endorse some practices that I dislike in face 
to-face play. In particular, sabotage of anothers 
orders and addition and movement of un:.ts added to 
the boart ("the Flying Dutchman") only serve to 
disrupt the game. 

The heart of the Guide is Chapter III: 
Playing the Game (the strategy and tactics of 
DIPLOMACY) . Nothing new in terms of country 
strateqies is introduced (but then nothing has 
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and endgame) are systematically discussed for 
each country in terms of the options available. 
A beginning player will find this information very 
useful in studying strategies and their conse- 
quences; a more experienced player Will also gain 
new insight to possiblilities perhaps never fully 
explored by reading this chapter. Ah interesting 
extra at the end of this chapter is a discussion 
of the seven ' countries ' performances: in 803 games 
played by mail. A newcomer to DIPLOMACY might 
expect England and Turkey, the corner powers, to 
win the most games and Austria and Germany, the 
interior powers, to win the fewest. The 
statistics presented by Walker show: the opposite: 
for wins the order is Russia, Austria, Germany, 
England and France tied, Turkey and Italy. 
Russia, Austria, and Germany once thfey start 
to expand have an excellent chance of winning 
because of theif central location on: the board. 
Yet, as again shown by Walker, they are the three 
most likely countries to be eliminated. They 
either win or are eliminated. This [type of 
information can be very useful to a player unsure 
of his/her country preferences and game objectives 

If I were to identify one chaptter in the 
Guide that I did not like, it would be Chapter 
IV: A Sample Game. The idea is gootl, but the 
game selected i$ poor. The: game, 1966AA, was 
a rough, uneven: game (typical of postal games 
played back then) with some poor opening moves, 
too many missed -orders during the course of the 

game, and a rulebook and victory criterion slight- 
ly different (although significant ifi this case) 
from that used today. 

The last four chapters 1 of the GUide proceed 
to discuss a number of miscellaneous; topics: the 
postal DIPLOMACY hobby, DIPLOMACY variants, clubs 
and tournaments [and answers to typical questions 
regarding the riilebook. The information on the 
postal DIPLOMACY hobby and how it wopks is a 
good introduction for a newcomer to the postal 
scene. The only, error in this sectibn is a minor 
one in the discission of rating systems. The 
ODD system is d4scribed, but today a: modified 
version of it (0DDMOD) is used by John Leeder. 
Apparently Walker did not realize the difference 
between the two. I found the discussion of 
DIPLOMACY variants interesting although I no 
longer design or play variants . Of particular 
interest is the: 1958 version of DIPLOMACY pre- 
sented in the Guide. Allan Calhamerj, inventor of 
the game, spent many years play-testing DIPLOMACY 
before putting it on the commercial market. The 
1958 version is iof historical curiosity because 
or the board an4 rule changes made since then. 

In summary j I recommend the Guide to all 
serious DIPLOMACY players. The Guid^ contains a 
wealth of information plus extras ( DIPLOMACY - 
related cartoon^, a guide to the reafL players 
Of 1901, and good graphics):. The Gamer's Guide 
to DIPLOMACY is [available from the Avalon Hill 
Game Company, 4517 Harford Road, Baltimore, MD 
21214 for $3. 50; postage paid. 
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This pi|ce will purport to show what sjeven 
consenting adults can do in the privacy of itheir 
own home . Tl|e story is true only the names have 
been changed ! to protect the stabbers . 



AUSTRIA: Playing Austria in a Diplomacy Gime 
is illegal i|i eleven states and Puerto Ric<b. 
Once you havik been informed that you are tp 
be playing Ajustria you should immediately in- 
form your friends and relatives that you will 
be impossiblja to be with for awhile. j 

CIVIL DISORDER: This is where a player realizes 
that he wasnl' t cut out to become a world power 
and quits thjje game. This generally happenjs to 
Italian placers. Most friends, relatives find 
spouses think Diplomacy player's minds arej in 
civil disord|er. 

CONVOY: Thijs is a special move in Diplomacy 
where an arnjy is transported over a body off 
water. Tak^ notice that this does not have any- 
thing to do :with C.B. talk or movies with jBurt 
Reynolds 

DEFEAT: Thjjs is what Diplomacy is all abotat. 

ENGLAND: IS you are playing England, you pro- 
bably like tjo beat up third graders and pujsh 
kittens down garbage disposals. But now ybu 



really get to be nasty. Beat up on Russia, Ger- 
many and France in that order. Don't worry, you 
are the only one that has half a chance of win- 
ning. 

FTF: This is an abbreviation for F-T-F which is 
an abbreviation for Face to Face Diplomacy. This 
is when seven people get together for a joyous 
afternoon of mud, bipod and beer (otherwise known 
as Diplomacy.) in FTF Diplomacy you need a quick 
mind and a fast tongue. If you are reading this 
article, chances are you had better advoid FTF 
Diplomacy. The best way to win at FTF Diplomacy 
is the judicious use of a .38 police special or 
a 12 guage shotgun. 

FRANCE: This particular position in Diplomacy 
is rarely found in the winners column. France 
is like being a sex offender, you will probably 
wind up in the pits or in a public restroom. 

G.M. : Also known as the Gamemaster. This is the 
turkey that collects the players, the Boardman 
Numbers and the orddrs. But the most important 
thing he collects is the money. Right now, get 
out your checkbook and send him some. Now you 
finally know what it takes to win a game. 

GERMANY: Playing Germany is a little like play- 
ing on the freeway. : You have a good chance of 
getting your tail run over. In any case, the 
the best way to play Germany is to wear a bullet- 
proof vest, and put it on backwards. 

HELGOLAND BIGHT: Ah area on the Diplomacy board 
that is never prounced twice in the same way. 
Actually it is a term used by Dentists for some- 
one who can bight his own nose. 

ICELAND: This is another area on the board. 
If someone in the g&me asks you to move to Ice- 
land you must be writing your letters in crayon. 

IDIOTS: These are the other players in the game. 

PRESS: Players in postal games can writ;e little 
notes and such along with their orders. Then the 
gamemaster will publish these notes for free. As 
in most cases, you get what you pay for. The 
closest thing to press in the "real world" can be 
found in Adult. Bookstores. 

POSTAL SERVICE: Tile amount printed on a postage 
stamp is not only the price of the stamp, it also 
instructs the postal employees as to how many days 
they have to send the latter. A fifteen cent 
stamp takes fifteen days. Take my advice and 
only use one cent stamps . 

RUSSIA: Playing Russia in a Diplomacy game is 
very interesting. One must be daring and inno- 
vative. Such dull: moves as Fleet St. Pete-Gulf 
of Bothnia and Fleet Sev-Blaek Sea will never 
improve your position. If you use such moves 



vou will soon find yourself in big trouble. Just 
ask anyone ^jwho's ever played Russia. 

SPOUSE: S4e Divorce. 

STAB: The 'most interesting thing in Diplomacy is 
the stab. ^Stabbing means promising some other 
••oor, dumb jisucker you will not attack him! and then 
falling on shim like a ton of bricks. Or fry getting 
some other poor , dumb sucker to attack your former 
ally. Get lithe picture? There is very little 
enjoyment ijn Diplomacy, but what there is; is in 
stabbing. jRemember, stabbing is a nine plus on 
the Richterj scale of Diplomacy. 

STUDENTS: ;|This is the main population of , Dip- 
lomacy playjers . Most students playing Diplomacy 
are Poly Sqji or History Majors. They also like 
Star Trek, |iBudweiser and have sexual fantasies 
about Suzanbe Sommers. And we thought that we 
had problemjs,. 

SUPPORT: ifiis is where you get help to md>ve your 
units around. Most players end up moving i their 
units around in little circles. i 

STALEMATE: i| Stalemates are formed with an|un- 
breakable ljiLne of units on the hoard. Stale- 
mate articles are the most dull, boring arid dry 
articles around and you will pass out after the 
second paragraph. This is true with the exception 
of Eric Ver|ieiden, the Sultan of Stalemate 1 . 



THREATS: Using threats is the best way to get 
your way in Diplomacy. One good threat is to 
tell the other players you will call the IRS on 
them or will write their names and phone numbers 
on restroom walls. My personal favorite is to 
tell the other players I will leave their names 
with life insurance salesmen or real estate 
brokers . 

TREATY OF ALLIANCE: This is a situation where 
you ally with some idiot and gang up on another 
poor slob and then you turn around and stab your 
original ally. This is an excellent tactical 
move. But remember, you can only do this start- 
ing in 1905. To do so before hand is a direct 
violation of the rules. 

TURKEY: Playing Turkey is. not very much fun. 
Generally you get Bulgaria and that's it. But 
don't worry, you will probably be around when 
England wins the game. People who like to play 
Turkey generally like to invest in the stock 
market and like to read Marvel comics. 

VARIANTS: These are games which are variations 
of the game of Diplomacy, hence the name variants. 
Playing variants is like watching stag movies, 
the anticipation exceeds the end result. 

WIN: This is something you will never do if you 
have paid any attention to this article. 
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FLASH GORDON & 
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Complete miniatures rules 
for tactical battles In 
the American Civil War. 

$6 



Schematic role play to 
recreate the adventures 
of Flash Gordon and his 
companions on the planet 
.'longo. $fi 



Complete miniatures rules 
with troop compositions 
and uniform jguide. Fantasy 
action on an alternate 
Earth. $k 



FANTASY GAMES UNLIMITED 
PO Box 182 
Roslyn, NY 11576 
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I can't bring myself to 
answer Conrad's mjail so 
instead of a lettjsr col- 
umn this issue you'll 
get: 



DIP 



DIPLOMACY V/ORLD; 

putting the 
back into 
Diplomacy - 



As you Lust know by now DIPLOMACY WOR^D is 
in new hands!. Conrad von Metzke has retired and 
I am the new] captain of this motley crew. ; My 
name is Jerriy Jones and my qualifications tor 
editing a magazine like DIPLOMACY WORLD are about as 
slim as any ones but what I'm lacking in experience 
I hope to make up for in desire. DIPLOMACY WORLD 
was, is and [(will continue to be the professional 
magazine thd|t has brought it along this far. 

This i^sue (#21) is a combined effort between 
Conrad and nfyself. Not until #22 will this be all 
mine and we'jll see just how well I'll do. I will 
try and tellj you what's in store for the future. 
In the next | few issues we're going to try to 
attempt som^ new ideas and breath life intp some 
old ones. |ome ideas will hopefully be good and 
others... jl hope that you will let me knjow if 
there's something you liked or would like to see. 
(I know you i'll tell me when you don't like, it.) 

The major questions that has been asked of 
me since I fook over DW was what the new philosophy 
would be. 4y philosophy is to put the Dip back 



into Diplomacy. Diplomacy is a game, and a good 
one at that, and we will be striving to make it 
more enjoyable through knowledge of tactics, hints 
on strategy and clues as to where you might find 
a game or two. 

DIPLOMACY WORLD will have its own rating 
system for postal Diplomacy games. This system 
is currently in the designing stage by Steve 
McLendon and Robert Sergeant. This should prove 
to be a fairly good indicator for most players 
performance. Also we plan on running the top 
twenty or so people in the other hobby wide 
rating systems. I aih very interested to find out 
who, if anyone, is maintaining some of the other 
rating systems. Also there will be articles on 
rating system: design , so that maybe you can come 
up with the "perfect rating system". 

Each issue we will try to introduce a variant 
Diplomacy game along with a critic and the designer 
notes on the game. Mostly we will be introducing 
new variants but froijn time to time ws will "dig" 
into some of the classics of variant design. 

For those of you new to the postal Diplomacy 
hobby we will maintain a listing of "zine" pub- 
lishers so that you too may get involved in 
probably one of the best ways to throughly enjoy 
playing Diplomacy, through the mails. From time 
to time we may "spotlight" a zine so that you may 
find out more about the zine and its publisher 
without even seeing a. sample copy. 

Not only will ypu be reading about what's 
going on here in North America but DIPLOMACY WORLD 
will be taking you across the pond to England and 
Europe so you can set what your English counter- 
parts are up too. While we're at it, we won't 
leave out our Canadian friends to the North. Some 
fine Diplomacy comes; from Canada and I hope that 
I'll be seeing some articles from up that way 
soon . 

Lots more in stpre for you then just that. 
I feel that you will! find DIPLOMACY WORLD to 
maintain its high quality that you have grown 
-to expect in the past. 



THANX, 

P.S. While I've got your attention I should in- 
troduce one of the Other main forces behind 
DIPLOMACY WORLD. Without his help (and crit- 
icism) DIPLOMACY WORLD would not be what it is 
today. (See, you c^n blame him.) Of course I'm 
speaking of Mark Beich. I am excited that Mark 
will be working closely with DIPLOMACY WORLD 
trying to keep me on the straight and narrow. 

While I am thanking people, I should take 
the time to thank Walter Buchanan for all his 
help in getting this issue rolling. Conrad 
von Metzke for having the material for this 
issue available and; for making the transition so 
smooth. (Sometimes i slow, but smooth.) 

Finally I wish; to thank my wife Pat and my 
son BJ for putting up with all this and cancelling 
the psychiatric hospital aurn tar c~ jfcspetj- 
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Here is ja listing of the fine game stores 

that cariry DIPLOMACY WORLD on their 

shelves. When in the area be sure to 
drop in pnd say hi. 

THE BOARDROOM 



E. Fall Cr. Pkwy N. Dr. 
anapolis, IN 46266 



MOVING? 

don't forget to send 
DW /our new address! 



Bridge St. , 
CT 06340 



HOBBIES 
Massachusetts Ave. 
on, MA 02174 



94123 



Cass Ave. 
mont, IL 60559 



Chipago 



HOBBY WAGON 
N. Central Ave. 
IL 60634 



[LL GAMES 
■648 High Road 
h Finchley 
BRITAIN N12 ONL 



lanway St . 
on 

BRITAIN W1A 2LS 



We at ftw can never thank these people 
enough a: id we hope that the readers of 
DW would show our thanx for us by visit- 
ing one pf these stores. 
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THE GAME PLAYER'S MAGAZINE... 

If you play wargames, yog should be reading Fire 
& Movement, here's Why: ' F&M is clearly a 
rising star in the wargarne hobby and one which 
more and more people will turn to for advice on 
the purchase of new garnes. ' 
Don Greenwood, Editor the GENERAL Magazine 

F&M has come from an unknown to a real 
contender for greatness . ithe writing arid graphics 
are of the highest level. >. An excellent 'zine.' 
John Mansfield, Editor SIGNAL Newsletter 

'F&M. ..has definitely proven itself to be of 
professional caliber.' 

Redmond Simonsen, Editor MOVES Magazine 

Fire & Movement is an: Independent, bimonthly 
magazine which covers games by every company 
in the hobby. Each 48-page issue contains Battle 
Reports on new releases, in-depth Clpse-ups on 
popular titles, interviews with Designers and 
hobby leaders, and much more. To give you an 
idea, here are just some of the titles covered in 
F&M's first year of publication: AH's Tobruk 
The Russian Campaign, WS&IM, Panzerleader; 
SPI's War In Europe, Russian Civil War, 
MechWar '77, Terrible; Swtlt Sword; GDW's 
Russo-Japanese War, Drang Nach Osten 1815 
The Waterloo Campaign!; Battleline's Air Force, 
Submarine. F&M has also covered many titles by 
the smaller, independent game companies. Ex- 
clusive interviews with James Dunnigan and 
Randy Reed, plus Editorials which frankly discuss 
the hobby and its future. 

Fire & Movement is published by Baron Publish- 
ing Company, which has brought you AFV-G2 
Magazine for nearly ten years — the magazine on 
armored fighting vehicles. F&M is Edited by 
Rodger MacGowan. The Editorial Staff includes 
such highly respected writers and designers as: 
Martin Campion, Richard DeBaun, Omar DeWitt, 
Jack Greene Jr., Ray Lowe, Mike McGuire, Tom 
Oleson. John Prados, Randy Reed, Mark Saha, 
and Warren Williams. As you can see, a highly 
experienced and knowledgeable writing staff that 
brings depth and expertise to the articles you'll 
enjoy in F&M. Join us in our second year in the 
game player's magazine;. 

One year (6 issues): $8i Two years (12 issues): 
$16; or send for a Sample Copy at $1.50. (Outside 
U.S., add $2 per year.) FIRE & MOVEMENT, 
Baron Publishing Company, P. O. Box 820, La 
Puente, CA, 91747. 
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1. I heard you. iou were asking yourself 
how do we keep alljlof these postal Diplo- 
macy games straight? The answer is simple, 
The Boardman Numbers Custodian. The 
Custodian is Denni| Agosta (14 Shadyside 
Ave., Dumont, N.J.;j07628) and he is busily 
compiling all of tie statistics for the 
next issue of Everything, (which is avail- 
able from Dennis) J Of course we all know 
that Dennis' wife ternie does all the work 
and Dennis gets all of the glory. Right- 
fully so. My wifej has just threatened me 
with something wor|e than a stab if I don't 
take back that last statement. Consider it 
unsaid. jj 

2. Well, now you; ve caught me with my pants 
down. The Miller JJumber Custodian is Mike 
Smolic (sp) but I jbannot locate his address 
but all is not losjb. Should you wish a 
Miller Number you hay contact Rob't Sacks 
(4861 Broadway 5-v[ New York City, New York 
10034) . Also the filler Number Custodian 
for Europe, Douglajks Mills is leaving the 
hobby and those interested in assuming his 
vacated position sjiould contact Rob't. 

3. The IDA/NA elections are in and final. 
The results are: ; 
President: Bob Hairtwig 
Ombudsman: Fred Djavis Jr. 
Treasurer: WilliaM Young 
Periodicals Editor^ Elmer Hinton 
Special Projects: | Jerry Jones 

U.S. Representative : Rod Walker 
Canadian Representative: ' Cal White 

We wish them alia 1 well except the clod who is 
the Special Projects Editor. 

4. The Orphan Gamete Project Director, currently I 
Ray Heuer (162-10 !87th Rd. Jamaica, NY 11432), 

is stepping down aind if you are interested in j 
taking over this tjime consuming but rewarding 
post should contacjlt Ray and tell him you are 
interested. 

5. Up in Canada The Orphan Games Project 
Director is Randolph Smyth . Randolph is in 
the process of finjding homes for poor neglected 
Canadian games. Yjpu might wish to get in touch 
with him if you arjs in an orphaned Canadian game! 
or if you are willing to publish one. His address 



j-s 275-3rd St. S.E., #314, Medicine Hat, Alta. , 
TlA 0G4 CANADA. (In case ; anyone ' s interested, 
the Apt. number 314 seems to be the most popular 
one in the hobby. Remember, you heard it here 
first.) 

6. DIPLOMACY WORLD is seeking someone to be the 
hobby Archivist. The job 1 requires someone who 

can set aside enough space to maintain all of the 
zines sent to DW as trades. It is advisable that 
the archivist have access! to a Xerox machine or 
such and the ideal situation would be that the 
archivist be the OGP Director also. Requests for 
this should be sent to Walter Buchanan (R.R. 3, 
Box 324, Lebanon, Indiana 1 46052) . 
7.. The annual hobby get ; together, DIPCON is 
just around the corner, this is the one function 
that brings out the postal players from all 
over the country to meet jit one place. This 
year DipCon will be the weekend ot June 22-24, 
1979 at widener College in Chester, PA. This 
is the same location as which Origins was held 
in 1977. The Diplomacy tournament will be 
conducted by John Boyer ahd after you register 
for Origins you will receive forms allowing 
you to register for the Diplomacy tournament. 
By the way, the dates listed above for DipCon 
may not be the dates that: you've heard before. 
Just last week the convention was changed and 
these are the latest official dates. 

8. Speaking of DipCon, I\ will not be able to 
attend this year so DIPLOMACY WORLD is looking 
for someone who will be attending to take notes 
and pictures of this evenjt. Contact me it you 
plan on attending and are willing to fill in 
this void. 

9. Can you draw? Can yqu think of something 
that would make a good cartoon but can ' t draw? 
If you said yes to any ofi the above DIPLOMACY 
WORLD needs you. Liz Dariforth has agreed to 
continue doing her outstanding artwork for DW 
but we still need the ideas . Make your mark on 
Diplomacy, be funny. 

10. All publishers who wish to get their zine 
listed in the DIPLOMACY sjTORLD 'Need A Game' 
column and on a continually updated listing 
should contact Lee Kendtir Sr. (4347 Benner St., 



Philadelphia, PA 19135). Or if you are looking 
for a gaine you should send Lee a SASE for his 
current 'List. 

11. Thoise of you who have sent money requesting 
back issues of DW and have not received them yet, 
please bib a little more patient. With' the trans- 
fer of DW something had to be put off until after 
this isshe is finished. As soon as it's done I 
will begin to process those requests, Thanx. 

12. Want! to vote for next years Variants Awards 
(as seen! in this issue)? Well before you can 
vote on them they must be nominated and you do 
that too> Nominations are for: 
Outstanding Publication for Variants 
Outstanding Variant Gamemaster 

Outstanding Variant Design 

Outstanding Article on Variants 

General Contribution to Variants (may be for 

events prior to 1978) 
(You may: have two nominations for the above 
catagori^s) . 

Special Award (may be for events prior' to 1978) 
(one nomination only) 

Now you £end all of this to Raymond E. ; Heuer 
Secretary, Variant Awards Panel; 162-10 87th Road, 
Jamaica,: NY 11432 USA. 

13. Sorty, I don't like the number 13. 

14. While Bob Hartwig hasn't given out all of the 
facts hei has announced that he is getting married 
in mid-Abgust. He is the President of! the IDA/NA 
and puts! out a zine called The Podunk News. Pat, 
BJ and II! wish Bob the happiest of futures. 

15. Are; you new to the hobby of postal Diplomacy? 
Do you l^ve in Canada? If the above questions are 
true the! you should contact Randolph Smyth (275- 
3rd St. I.E., #314, Medicine Hat, Alta,: TlA 0G4 
CANADA) ^nd ask him for the novice package put out 
by the CPO. It, Cepheids , covers all of- the most 
often asked questions asked by newcomers to the 
hobby. Well worth the time it takes to get it. 

16. Whaf if I don't live in Canada? Well then 
you mighjt. send Craig Reges a SASE and ijisk him for 
the IDA/^A novice package. Craig's address is 
1501 Higbins Hall, Western Illinois University, 
Macomb, [Illinois 61455. Worth the stimp and it 
will help get you started into the hobby the 
right way . 

17. Another zine is knocking on the dcpor of the 
elusive i±00 issues. Claw S Fang has long since 
been the! guideline for what a good zine should 

be and Dbn Horton is getting ready to publish his 
100th is!=ue. Truly an outstanding feat and truly 
an outstanding zine. No real postal player should 
be without at least seeing Claw and Fahg . Ask Don 
for a sample copy. I'm sure he'll be iglad to send 
you one.: (Don Horton, 16 Jordan Ct., Sacramento, 
CA 95826.) 

18. A zjine without a game? What kind: of nonsense 
is that? Well that's what D iplomacy Digest is but 
by no me!ans is it nonsense. Mark Berch (492 Nay lor 
PI., Alexandria, VA 22304) has put together a zine 
of re-pr!ints of articles and he ties them together 



each issue with a different theme. You can get 10 
issues for $2.50 and with what's inside you can't 
c- o wrong . 

19. Who says all of the good new zines come from 
the U.S.? Right now Francois Cuerrier is publish- 
ing one of the brightest new zines to come out of 
Canada, or anywhere for that matter. He calls 
his zine Passchendaele and can be had for roughly 
330 a copy. If you're interested, as well you 
should, contact Francois at S.tanton Residence, 
Room 603B, University of Ottawa, Ottawa, Ontario, 
KIN 9A7 Canada. 

20. The hardest thing for an editor to do is to 
try and remain unbiased but I have to brake down 
and tell you about a zine that is in my book one 
of the best available. The zine is Brouhaha and 
is published by Bob Beardsley (17 Moryan Road, 
Edison, N.J. 08817) . My own zine, Lies , Deceit 
and Nefarious Schemes , was patterned after Bob's. 
Ten issues for $3.00 and worth much more. Not 
only good reading but one of the best zines to 
play in. 

21. One of the newer zines to come out of the 
U.S. is Konrad Baumeister's Eggnog ■ Konrad has 
in the past been writing for Claw & Fang and has 
now decided to put his efforts into his own zine 
and his efforts have paid off. You can get a 
sample copy by :sending 15C to Konrad Baumeister, 
11416 Parkview ; Lane, Hales Corners, WI 53130 or 
you can send him $3.50 and in return you'll get 
10 issues of Eggnog. 

22. Also Lee Kendter Sr. has put out a zine that 
merits a look-$ee. Why Me? (the universal ques- 
tion) is another in a list of fantastic zines. 
not only is it !timely but there is some good 
items inside td read. Lee has been around the 
Diplomacy hobby! since the armies were chipped 
out of stone (I know Lee, cheap shot but what 
can I say?) and he proves to be quite knowledge- 
able when it comes to any aspect of Diplomacy. 
Ten issues for !$3.50 or a sample for a stamp. 
(Lee Kendter Sr. 4347 Benner St., Philadelphia, 
PA 19135) . 

23. Bruce Schlickbernd is stepping out with his 
own 'claim to fame' by starting the Schlickbernd 
Numbers for MACU IAVELLI games. As far as I know 
there will be nb zine, no records or any statistics, 
just your number. Wish I'd thought of it. If 

you want your official Schlickbernd Number you 
can write himeat 7121 21st St. Apt. 13, West- 
minster, CA 92g83. 

24. The Las Vegas International Diplomacy 
Tournament is scheduled to be held May 26, 
27 and 28, 1979;. A Two hundred dollar entry 
fee covers meals, lodging, and prize fund. 
The tournament is set up so that there will 

be 49 players, each playing seven qames. E'.ach 
will play one game as each country and at no 
time will two p!layers be in the same game 
twice. Sounds like you could have a good 
time if you got the bucks. 



Need~A~Game? 



Enclosed is a listing of all known postal Diplomacy publishers, 
ik no particular order, who have regular game openings for Diplomacy. 
If you are interested, send any of them a SSAE and ask for a sample 
copy of their magazine; that way you can get an idea of which publi- 
cation most interests you. DIPLOMACY WORLD nor Avalon Hill Game Co. 
is not responsible for any of the zines below. The ones listed are 
bplieved to be ones that can be counted on to give you a good, well- 
rjjm game but any problems that arise should be dealt with the pub- 
lisher directly. But don't hesitate to ask for help from DW if you 
can't get satisfaction, sometimes it is just a misunderstanding and 
a third party can sometimes help. 



Steve Heinowski 1630 W. 28th St., Lorain, OH 44052. 

Francois Currier Stanton Residence, Rm 603B, University of Ottawa, 
Ottawa, Ontario Canada KIN 9A7 

Ron Brown 1528 El Sereno Place, Bakersfield, CA 93304. 

Chris Tringham 25 Auckland Road, London SE19 2DR Gt. Britain. 

Steve McLendon PO Box 57066, Webster, TX 77598. 

Doug Hayward Box 291, Huntsville, Ontario Canada POA 1K0 

Craig Reges 1501 Higgins Hall-WIO, Macomb, IL 61455 
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Victory in the Pacific — Avalon Hill's newest 
recreates historical flavor without sacrificing playability 
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Victory In The Pacific is a strategic 
gamej of the naval war in the Pacific 
durirflg World War II. It is a simple game 
on thje strategic level, in which ships and 
units[are assigned to areas where they will 
fight J attempting to cause enemy 
casualties and gain control there; combat 
resolution is abstract, based on a simple 
confrontation of opposing ships in the 
same] area, like Avalon Hill's popular 
WAR AT SEA game. However, in the 
Pacific the ocean is large and the fleets are 
enorjnous, and the risingdeadliness of air 
power casts a shadow over the fleets that 
sail tine seas , . . land-based air fleets are 
present, and marine divisions to invade 
and capture island bases. The result is a 
subtfe test of strategic skill, in which the 
players must use ships, planes and 
marihes to capture ports, bases and sea 



The game includes a counter for every 
capital ship that fought in the Pacific 
during the crucial first three years — each 
battleship, battlecruiser, fleet carrier and 
heavy cruiser has its own counter, as well 
as some of the front-line light cruisers. 
The Japanese, United States, British, 
Australian and Dutch navies are all 
represented. The land-based air fleets 
that fought are also present, from the 
United States 1 5th Air Forcethat survived 
the Philippines to lash back at 
Guadalcanal to the Japanese 25th Air 
Flotilla that opposed it; each air fleet has 
its own counter. There are even marine 
divisions that invade islands, and gar- 
rison counters that hold them. 




island chains, or whether to fight a 
climactic battle at Midway and the 
Hawaiian Islands! it is three years of 
skillful attacks, defense and counterat- 
tacks by both sides that will determine the 
final winner of Victory In The Pacific. 

Game comes complete with full color 
22" x 28" mapboard. over 200 two-sided 
full color counters of varying sizes and 
shapes, 8 pp. rule booklet, two Order of 
Battle Charts, and four dice. Not just 
another War At Sea, Victory In The 
Pacific adds sophistication and simula- 
tion missing in its sister game while 
maintaining the former's ease of play. 
Playing time 2-3 hours. 

The Avalon Hill Game Company 
Dept SCT1, 4517 Harford Road 
Baltimore, Md. 21214 

□ Send me copies of Victory in the 
Pacific @ $9 plus $1 .00 per order tor 
postage. 

□ Just send me your lull-color catalog 
FREE showing all 70+ games. 

Name _ 



area: 
war 



that lead to the heart of the enemy's 
Effort. 



You must choose and develop the 
winning strategy -whether to fight for 
India, for Australia, or for the Pacific 



Address . 
City 



. Apt 



. Zip 



